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machine. This isn¢- one of those 88mph DeLoreans ar = 


ramshackle phone booths made by hucksters and 


charlatans, though, this & a special time machine: it 
will take you through the history of | videogames. As 
you Hick tarough these pages, youll be transported to 
the computer labs of the Sixties, where videogames 
were born, through to the modern era of the Twenties 
where games are a billion-dollar industry, Along the 
way, youll learn haw the likes of Atari and Space 
Invaders took over the world, delve into exciting 
hardware like the PlaySt tation and Xbox, and 
marvel at landmark titles such as Jet Set Willy 
World. Of Wareratt and mare. Se what are You 
waiting tor? Tarn the page and begin this fantastic 
voyage through time! 
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THE 


BANG 


STEVE RUSSELL AND THE 
CREATION OF SPACEWAR 


Words by Paul Drury 


Take a journey back in time to where it all began and hear from 
the man who coded the very first ‘true’ videogame 


pacewar! was released way back in 
S 1962 on the PDP-1 and usually has 

the honour of being acknowledged as 
the first true videogame. You could certainly 
play games on computers before Spacewar!’s 
creation — versions of traditional games such as 
Noughts And Crosses and Draughts existed on 
mainframe computers as early as the Forties, 
and Willy Higinbotham’s famous technical demo 
Tennis For Two, which was created in 1958, hinted 
at the shape of games to come. Steve Russell’s 
Spacewar! was something entirely new, however, 
something which could only exist in digital form, 
and its ‘deep space deathmatch’ theme is still 
mainstay of the industry it helped birth over half 
a century ago. 


The late Ralph Baer, the creator of 

the Magnavox Odyssey console, has 

been frequently called ‘the father of 

modern videogames’. So does this make 

you the grandfather? 

I'm reasonably comfortable with that [laughs] 
Mostly what | did was demonstrate you could play 
an interesting game on a computer at a time when 
computers were very expensive and so no one 
could possibly have got one just to play games. 
When computers did become cheap enough [for 
that], some of the people who made those early 


eco Cy 1961 iN 6 1961 ——y 062 Vy 1962, 


catches the 
L including 
l 


arcade games remembered Spacewar! and tried to 
do something like it... or better! 


You arrived at the prestigious Massachusetts 
Institute Of Technology (MIT) during September 
1958 to work with the computer scientist 
professor John McCarthy... 

I'd worked with him at Dartmouth the summer 
before, and after | graduated he offered me a job 
working on Al, a term he'd recently coined. | was 21 
years old and it was a great opportunity. | had access 
to the fastest and most powerful computer of the 
day — the IBM 704, which was cranky and annoying 
but could be very satisfying to program as well. 


When a PDP-1 arrived at MIT in the autumn of 
1961, did you immediately see the potential for 
writing a game? 

Not straight away. Professor Marvin Minsky had 
written a demonstration program which everyone 
called ‘Minskytron’, which produced a kaleidoscope 
effect on-screen. You could use switches to change 
the pattern, and it was kind of interesting to play 
with for a while but it wasn't really engaging. Here 
was this new computer with some new features, 
which had a typewriter that worked relatively well, 
so the impetus for me to write Spacewar! was to 
get some experience with the PDP-1, to do a better 
demo program and to build a spaceship trainer. 


FEBRUARY 


» The ships were 
nicknamed the Needle 
and the Wedge for 
obvious reasons. 


Wait a second, what do you mean by a 
‘spaceship trainer’? 

The space race was very much in the news at 

the time, so having a spaceship you could control 
seemed like a relevant demonstration program and it 
might teach people something labout astrophysics] 
By making it a game, it might increase their 
motivation. We were all fond of science fiction. ‘Doc’ 
Smith's writing had these space battles that excited 
the imagination and so we decided to give the 
spaceships torpedoes. You could blow up the other 
ship so now you had a two-player game. We'd been 
calling it ‘Spacewar for some time and | put the 
exclamation point at the end when it was working 
well enough to demonstrate! 


You began coding the game in late 1961. Did it 
become your main job? 

Oh, it was very much a ‘spare time’ project and 
not official in any sense. Remember, software 
was considered worthless back then and was still 
considered worthless right up until the Eighties. | 
really mean that! You couldn't copyright it, no one 
sold it and no one saw any value in it. MIT was 
charging ‘real’ projects for using the PDP-1 so the 
agreement was we could use the computer if no 
one else wanted it. No authorised user was going 


Thisyear als 
engineer, Wi 


» Nolan Bushnell (right of 
the Pong cabinet) says 
Computer Space wouldn't 
exist with Spacewar! 


» Hyperspace was always 
an option if you were in a 
tight spot, but it was made 
deliberately unreliable. 


1964 


The POP-7 is added 
vigitalE ; 


to turn up at 11pm at night so that was usually 
when | worked on Spacewar!. 


The graphics for the spaceships are rather 
stylish. Did you draw them on graph paper first? 
That's ‘tly what | did and | can even tell you the 
prototypes! The Needle - the long spaceship - is 
my cartoon of a Redstone rocket, the first the US 
put into space. They were essentially tubes with tail 
fins which was good because they were easy to 
draw! The other ship, which we called Wedge, was 
based on a Buck Rogers design from the Thirties. 


Is it true you wanted the missiles you shoot to 
be unreliable? 

Not only did | want it, | put it in! | just added a 
small random number to the X and Y velocities 

of the torpedogs so it might make them miss 
sometimes, especially at long range. It was when 
Spacewar! was more or less working but without 
gravity, and boy did | get some feedback! Nobody 
liked weapons that don't fire straight! [Laughs]. By 
popular demand, | withdrew it. 


You mention gravity was added later on... 

I'd always wanted to implement gravity but I'd not 
figured out how to do it. The problem was that the 
gravity calculation involved a couple of square roots 
and so is relatively time-consuming. Remember, 
the program was constructed as a big lot 

went through all the displayable objects, displayed 
them and the background, and then you did it again 
The repetition rate was determined by how long it 
took to get through that loop and that governed the 


THEBIGBANG, 


BUSHNELL 


FOUNDER OF ATARI 


“Spacewar! was massively 
important in the creation of 
Computer Space. | distinctly 
remember a November evening 
in 1966 when I played it for the 
first time at the computer lab 

at the University Of Utah. | was 
reintroduced [to it] at the Al lab 
at Stanford University, probably 
in October 1970, after a night of 
playing Go. In some ways that 
was more important because my 
skills had grown and the price of 
components had dropped, making 
it seem feasible to build a co! 
unit for the first 

the project the next day.” 


» The sci-fi novels of EE ‘Doc’ Smith were a big 
inspiration for Spacevar!. 
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DP number of torpedoes you could display at one 
time — well, that and memory. At the end of 1961, 
we had a version with no sun and no gravity and 
could barely keep up the display when they were a 
bunch of torpedoes. 


How did you speed things up? 

Dan Edwards figured out how he could make my 
display code much faster. We think what he did 
was the first example of what we now call a ‘just 
in time’ compiler and his code ran the display at 
a speed which gave us the time to calculate the 
square roots to deal with the gravity calculation. 
That made it a much more interesting game! Pete 
Samson figured out a way to display a very ‘low 
overheads’ starfield and he put that in instead of 
my random stars. It displayed stars in their actual 
position in the night sky and at their approximate 
brightness, and that made it much easier to 
imagine you were a real space pilot, which was 
great for those of us who read science fiction. 


AL ALCORN 


CREATOR OF PONG 


“Spacewar! was the first time a computer 
was used for interactive fun and Nolan 

saw the potential. He had also worked at 

an amusement park in Utah in the summer 
and he started to connect the dots... ‘How 
can we translate a game on a million-dollar 
computer to the arcade?’ | believe that 

2 Spacewar! was the spark that started the 
ph peeracaent entra industry. From Steve Russell to Nolan to 
Sixties, including better explosions me and beyond - we found something truly 
and on-screen scoring. useful for computers to do!” 


Spacewar! keeps track of your score. Was that 
feature added to stop people playing for too long? 
[Laughs]. When we were polishing the ‘gravity’ 
version of the game in spring 1962, | had put in 
some scoring because we realised the problem was. 
that people would play and play, and not give other 
people a chance to have a go. That version showed 
the score in the lights [on the PDP-1 front panel 
itself rather than on-screen] which was fine for us 


ED LOGG because we could do binary-to-decimal conversion 


CREATOR OF ASTEROIDS but it's not very user-orientated! On-screen scoring 
was added later, in 1963 | think. 


“| did some work at the Stanford Al Lab 
from 1971 to the spring of 1972, and! 
saw Spacewar! being played on the local 


You even added a ‘hyperspace’ option. 


machine, It was four-player and each We saw that if someone had a few games’ 

player held a little box with controls on experience and the other didn’t, he would win 

it. | thought it was an amazing game. It quickly and it was pretty boring. We figured if we 
» Feeling gravity’s pul, certainly influenced Asteroids because added hyperspace, which is a standard feature in 


ee ean aaa a a sci-fi, that would allow the inexperienced player to 


shots and the way your ship flies, as well €SCape when they were surrounded by torpedoes 
as the shape of the player's ship itself.” and so have chance to learn a little more. We 
put that in, and it worked - sort of. We saw a 
» Steve Russell's game lot of inexperienced players constantly hitting 
has ge epee! hyperspace and not learning anything more. So 

i we made hyperspace unreliable. No ship has been 
known to survive seven trips into hyperspace! 


Spacewer! style. Adding 
this mecharic gave Steve 
developmental headaches. 


The addition of bespoke controllers must have 
made things easier for players, too. 
It was a no-brainer! Using the switches on the front 
panel of the console to control your ship was very 
uncomfortable because your elbow is resting on 
Peds ; s 3 the console table and gets sore quickly, plus you 

. have to turn your head to look at the display. Also 
Spacewar! players kept wearing out the switches 
‘on the PDP-1, which annoyed the maintenance 
people. They were a bitch to replace. These were all 
good reasons not to play the game using switches. 
We discovered you could wire in more switches [to 
the rear of the PDP-1] and Bob [Saunders] and Alan 
[Kotok] connected them to a wooden box and that 
was much better. They lasted almost a year! 


df _ y “ V ™ 
¥ 1965 X% ¥ 1966 X% Y 1966 \ 1967 1967 
MARCH Nintendo releases the Ralph Baer, the inventor ega publishes Rifleman, FEBRUARY 
The PDP-8 minicomputer Ultra Hand. The device of videogames, begins anelectromechanical Nutting Associates, an 
1s released by Digital itself 's created by Gunpei work on The Brown Box. game with adistinctive arcade manufacturer, is 
Equipment Corporation, Yokoi, who will go on to twill go on to sow the western theme where the formed in Mouniain View, 


its chief engneer is help create several key seeds for the modern player must gt five 


California by Willa 
Edson De Castro, Nintendo systems videogame console ten- point shots. 


Gilbert Nutting 
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You have mentioned several other people 
involved with the creation of Spacewar! there... 
Lots of people added improvements. It was a 
collaborative effort though there weren't that many 
people. We had a reunion [in 2018] of everyone 
who made a significant contribution and there were 
eight of us there — sadly Alan has passed away. 


Were you at the ‘official’ presentation of 
Spacewar! at the MIT Science Open House? 
No, | was tied up with some Army Reserve 
training. Martin ‘Shag’ Graetz [part of the dev 
team] did a short paper for the Digital Equipment 
User Group, which was a loose association of PDP 
owners, and he put the game in their library so 
everyone who wanted a copy of Spacewar! could 
have it. That was as close as we got to a release. 
As | said before, software was worthless. 


Did you have any sense that you had produced 
something which would grow into the 
billion-dollar videogame industry? 

No! | had been in the business for four years by 
then and I'd learned that predicting what was 
going to come next was almost impossible. | was 
just interested in my next project. | mean, was 
anyone gonna hire me to create fancier versions of 


1968 


Strategy game, Hamurabi 


ically for 
nil’ FOCAL 
coding language 


» The two Spacewar! 
ships, the Needle end 
the Wedge, displayed 
on the PDP-1 monitor 


» Unless you 

live nextdoor to 
the Computer 
History Museum 

in California, the 
easiest way to play 
Spacewarlis via 
the hendy emulator 
at masswerk.st/ 
spacewar. 


Spacewar!? Nah! Remember it was another decade 
till things got cheap enough to make machines 
dedicated to playing games. 


When that did happen in the Seventies, there 
were several early arcade games like Computer 
Space and Space Wars which borrowed heavily 
from Spacewar!. Did you resent your work being 
used like that without permission? 

What's to resent? Spacewar! was open source. 
Here it is. Give me credit if you like. And have fun! 


Did you ever kick yourself for not patenting any 
of the innovations introduced by Spacewar!? 

| told you, | couldn't! How many times do | have 
to tell you? Software was worthless! Copyrighting 
software was not even on the horizon... 


You must have a sense of pride, though, at what 
you and your colleagues achieved back then? 
Yes | do and I'll give you my boast. The emulated 
version you can play on the web at Norbert 
Landsteiner’s website [visit masswerk.at/spacewar] 
or the one we demonstrate on the PDP-1 at the 
Computer History Museum in California uses the 
original code from 1962 and as far as | can tell, it 
hasn't crashed once in over 50 years! 


SPACE 
PIRATES 


FOUR EARLY ARCADE GAMES THAT 
OWE A DEBT TO SPACEWAR! 


COMPUTER 
SPACE (1971) 
Nolan Bushnell has | 
always acknowledged 1 
Spacewar! was the 

inspiration for the 28 
first commercial 


arcade game. Bill Pitts and Hugh Tuck’s 
Galaxy Game, released the same year, was an 
even closer copy. 


SPACE WARS (1977) 

Author Larry Rosenthal was an MIT graduate 
and a big Spacewar! fan. This Cinematronics 
release uses a vector display and allows ships 
to take damage without being destroyed. 


ORBIT (1978) 
Owen Rubin’s version allows a huge number 


of options to be selected in-game, from 8 
adding black holes to offering space stations & 
for refuelling, via the 22 buttons on the 8 
cabinet - a record, we believe. FS = 
i 
25 
2 


ASTEROIDS (1979) 

Ed Logg took some of the key features 

of Spacewar!, such as ship rotation and 
hyperspace, and added in a load of space rocks 
to create Atari’s biggest-selling coin-op title. 


Images supplied from From Bedrooms To 
TV series, with thanks to Anthony and Nicola Caul 
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COMPUTER 
SPACE 


This is the big one - the 

first commercially available 
videogame. This adaptation 

of Spacewar! wasn'tthe hit 
that was needed to inspire any 
imitators and give the medium 
a real start, nor did it convince 
Nutting Associates to carry on 
with videogames, but in terms 
of historical importance, it's 
absolutely massive. 
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EMPIRE SPACE 


OUT OF THE LABS AND INTO THE WORLD 


This is it - the beginning, the decade where 
[ | humanity gained the ability to go out into 

the world, drop a coin in a machine and play 
a videogame. And that’s largely what they did, as the 
arcades hosted many of the decade’s most famous 
games and accounted for most of the industry's revenue. 
However, that wasn’t the whole story. Home consoles 
entered the market and rapidly grew in sophistication, 
eventually becoming capable of hosting any game you 
might choose to throw at them. Computer games were 
important, but the hardware remained expensive until late 
in the decade, limiting their impact. 


RACE 


This mainframe game, written by Sometimes, youjustneedto take Steve Bristow’s combat game 


Peter Langston, is a multiplayer @ concept and run withit, literally. — was @ big step up in complexity 
4X wargame that is an early Two players control competing over other efforts at the time, as 
precursor to today’s turn-based rockets in an attempt to travel players navigated a maze filled 
strategy games. The original the length of the screen as many with deadly mines and a foe that's 
version, which was named after _times as possible within thetime keen on killing you. Notably, this 

a board game, was lost when limit, while avoiding asteroids. was manufacturer Kee Games’ 
‘the HP2000 computer it ran on Atari's second game wasn'ttoo only title that wasn't a clone of 
was retired, but it was popular popular with audiences, butitdid an existing Atari product - the 
enough to spawn a variety ofnew —_at least move the industry past company was a surreptitious 
versions from other authors. countless Pong clones. Atari subsidiary. 


1971 
NOVEMBER 


GOR FIGHT 


Taito's Wild West-themed arcade 
game by Tomohiro Nishikado is 
notable for a couple of reasons. 
Firstly, it introduced the use of 
modern CPUs to arcade games, 
moving the medium away from 
the discrete logic boards that 
had been used. Secondly, it’s 2 
thematic advance as this is the 
first videogame to depict humans 
in combat with one another. 


= AS TOLD BY DAVID BRABEN 


FRONTIER DEVELOPMENTS’ FOUNDER AND ELITE CO-CREATOR 
REMEMBERS THE TECHNOLOGY THAT HOOKED HIM ON CODING 


Though we look back to the 
[a] Seventies as the start of our own 

technological revolution, David's 
personal memories are of a childhood 
relatively free of the devices that have 
become ubiquitous in the modern world. 
“Compared to today, there was remarkably 
little technology about,” he recalls. “Not only 
were there no mobile phones, but hardly 
any TVs or screens (compared to now) - 
and those that there were had small screens 
and were big and boxy and almost entirely 
black and white.” 

With early developments being both 
expensive and often not suitable for the 
home, it’s the latter half of the decade that 
really set the wheels in motion. “Various 
home games consoles started to appear 
in the mid-to-late-Seventies, which played 
variants of Pong, Breakout and a few others, 
using simple rotational controllers,” says 
David, before getting on to the formats 
with which he's more widely associated. 
“When home computers first appeared, 
right at the end of the decade, it was an 


BREAKOUT 


amazing change.” A brief 
conversational detour takes 
place here to discuss arcade 
games. “At around the same 
time, Space Invaders appeared. 
It had a colour screen - but 
on closer inspection it was 
strips of coloured plastic stuck 
to the front of a black and 
white screen!” 

David quickly returns to 
the computer scene, though. 
“Those home machines were 
amazing in contrast to the home games 
consoles,” he remembers. However, David 
found himself admiring machines like the 
TRS-80 and Apple Il from afar, as he didn’t 
have access to one. “Magazines appeared 
with type-in listings, and | used to look at 
these with interest, executing them on paper 
- long before | actually had a computer (they 
were too expensive).” 

The fascination David developed during 
the Seventies persisted into the early 
Eighties and led him to his first computer — 


though it wasn’t quite what 
he'd expected. “Before | 

got a computer of my own 

| imagined they were a lot 
faster than in fact they were. 
One of my first programs 
was flying through a 3D 
starfield (I had worked out 
how to do it before | even 
had a computer), which | 
wrote in BASIC on the Acorn 
Atom. | could see it drawing 
the stars one by one, then 
clearing the screen and doing it again — it 
took over a second so there was no visual 
continuity or sense of movement. | was 
terribly disappointed, but started learning 
machine code straight away. A few months 
later my starfield ran at 60 frames per 
second, and I was hooked.” 

Of course, many of you know what David 
did next. “The 3D starfield changed into the 
bones of a simple 3D space fighter game 
over the next few months before | went to 
university... but that’s another story.” 


GALAXIAN § ASTEROIDS 


This block-busting blockbuster 
was a successful solo spin on 
the established Pong formula, 
and came from Apple founders 
‘Steve Wozniak and Steve Jobs. 
Breakoutwas a highly influential 
arcade game, with Arkanoid 
iterating on the design in the 
Eighties and even games like 
Puchi Carat adopting its template 
in the Nineties, 


The pack-in game for early Atari 
2600 (or Atari VCS, depending on 
who you ask) consoles is so much 
more than just a home version of 
Tank — it's an early demonstration 
of the flexibility that console 
games could offer over their 
arcade rivals. With a roster of 
extra modes featuring jet fighters 
and biplanes, Combatoffered real 
choice and variety. 


1972 


Taito’s arcade hit was such 

an enormous deal that even 
now, those distinctive space 
invaders are used as anicon 
for videogames as a whole. In 
1981. MP George Foulkes told 
UK parliament that young people 
“play truant, miss meals and 
give up other normal activity to 
play Space Invaders" — yes, it 
was that good. 


Namco’s first major arcade hit 
took the Space Invaders shooter 
formula and enhanced it, allowing 
the enemies your spaceship faced 
to break rank and attack alone, 
bringing the-then burgeoning 
shoot-em-up genre forward, 

The game also popularised RGB. 
colour graphics, which became 
the standard in arcade games 
going forward. 


Yes, we've included two 1979 
entries on this list— blame the 
sheer lack of releases in 1970. And 
if we hadto choose a year with 

a second game, 1979's Asteroids 
justifies this one. Between the 
mesmerising vector graphics that 
still enthrall us today, the simple, 
oppressive background music and 
the compelling game design, it's 
really something special. 
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THE FUTURE oTARTS HERE 


The Seventies is the decade 

that saw computer technology 
finally becoming viable for home 
use, due to the small size and 
low cost of machines - at least 
relative to the past. Alongside 
general-purpose computers, 
dedicated videogames consoles 
were introduced. At first they 
played only preloaded games, 
but by the end of the decade had 
shifted to using ROM cartridges 


1. MAGHAVOX ODYSSEY 


Magnavox, 1972 

The Magnavox Odyssey was the first 

ever home videogame console - the final 
commercial result of Ralph Baer's ‘Brown. 
Box' prototype, developed at defence 
contractor Sanders Associates. The system 
was extraordinarily simple, capable of 
displaying just a few dots on the screen, 


with users manipulating them using dials 
and & single button. As a result, the console 
had to be packaged with plastic TV overlays 
and board game pieces, to expand the 
possibilities of the games. The system 
could only support the PCB cartridges that 
were supplied with it, which modified the 
internal logic of the system, and it didn’t 
feature a CPU of the kind we use today. 
The system was a modest commercial 
™ success, selling 350,000 units, but it’s 
the wider impact of the system that 
earns it recognition today. Lawsuits over 
the Odyssey patents made Magnavox 
over $100 million, and the company soon 
began to manufacture dedicated consoles. 
However, these were designed in-house at 
Magnavox and Philips, which had acquired 
the company in 1974. The creators of 
the Magnavox Odyssey would go on to 
different projects, with the most notable 
being Ralph Baer's popular electronic toy 
Simon, which tests your memory with 
a sequence of button inputs and is still 
released in various forms today. 


2. APPLE Il 


Apple, 1977 

One of the first home computers to 

offer colour graphics was a big hit with 
American computer buyers, and marked 
the beginning of a long-lived dynasty for the 
fledgling Apple Computers. The machine 
was enormously expensive, retailing for 
over $1,000 at launch, but it was adopted 
by businesses and, particularly, schools, 
ensuring thet many youngsters would 
become familiar with the machine over 
time. The success of the computer caused 
Apple's success to soar, ballooning from 
$774,000 per year in September 1977 to 
$118 million per year three years later. A 
fevised Apple || Plus was released in 1979. 


3.PHILIPS VIDEOPAC G7000 


Philips, 1978 

The major follow-up to the Magnavox 
Odyssey, known as the Odyssey 2 
elsewhere in the world, was a curious 
device. Outwardly it looked more like a 
computer than a console, thanks to its bulky 
size and membrane keyboard, which could 
be used for edutainment games. However, 
the system was largely intended for 
entertainment purposes and delivered on 
that with games like KC Munchkin, a maze 
game similar to Pac-Man, and the Master 
Strategy Series hybrid video/board games 
including Quest For The Rings. The console 
couldn’t keep pace with Atari's sales and 
even lagged behind the Intellivision, and 

its successor - the Videopac+ 67400 - 
withered due to the 1983 market crash. 


for game distribution, allowing 
for a potentially infinite number 
of games to be released. By the 
end of the decade, the first true 
console war was underway, 
with Mattel Electronics fighting 
an underdog battle against the 
/ industry's first giant, Atari. 
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4. ATARI 2600 

Atari Inc, 1977 

The impact that Atari's home console had 
on videogames cannot be overstated. The 
system wes the first smash hit console, 
fuelled by Atari's arcade conversions and 
Classic original games, as well as licensed 
games like Space Invaders. The single- 
button joysticks became iconic and set a 
standard for game controllers that followed, 
and ROM cartridges were popularised as 
agame distribution media for decades to 
come. The success of the system propelled 
Atari to enormous profits, and at one point it 
was one of the fastest-growing companies 
in America, comfortably fending off all 
challengers in the marketplace. 

Of course, the Atari 2600's legacy isn’t 
entirely rosy. Atari's dismissive attitude 
towards its developers ultimately caused 
the rift that gave birth to Activision, 
gaming's first third-party publisher. Atari's 
own mismanagement of projects and 
stock, as well as the glut of products 
from external developers, contributed to a 
North American market crash that caused 
giobal ripples, and caused businesses to 
lose faith in videogames as a business. 

But when the industry rebounded, the 
cheap and abundant games, combined 
with a new hardware revision, made Atari's 
ageing console a wallet-friendly alternative 
Piatform, a status that kept the system on 
shelves right through to the early Nineties. 


5. ATARI 8-BIT 

Atari Inc, 1979 

Having firmly established itself at the top of 
the videogames industry over the course 

of the Seventies, Atari looked to move into 
the general purpose computer market at the 
end of the decade. The machine's graphical 
capabilities were considerably ahead of 

the competition, making it a great machine 
for gaming, and its key early game, Star 
Raiders, offered genuinely amazing space 
exploration and combat. However, many 

of its users came to own it in the Eighties, 
after a brutal price war with the similarly 
capable Commodore 64 dragged the cost 
of the revised XL series hardware down to 
near-wholesele levels. 


6. INTELLIVISION 

Mattel Electronics, 1979 

Toy giant Mattel had already experienced 
success in the Seventies, with handheld 
electronic games such as Mattel Auto Race 
and Mattel Football, so its attempt to join 
the rapidly developing console scene made 
a lot of sense. The Intellivision became a 


HARDWARE OF THE SEVENTIES; 


OTHER SYSTEMS 
FROM THE SEVENTIES 


Fairchild Channel Fe 

1, 1976 

This was the first console to use a CPU 

‘and ROM cartridges, essentially making 
it the first console in the modern style. It 
‘was soon toppled by the Atar 2600. 


Interton VC 4000  Interton, 1978 
This systern's hardware and software 
showed up ina variety of different 
uises throughout Europe, and was 
popular but naturally had little legacy. Its 
use of analogue joysticks as standard 
was pioneering. 


rival to the Atari 2600, with early games Microvision ¢ 
boasting superior graphics, and a great MBC, 1979 eg 
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of Nintendo's Game & 
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Allan Alcorn 


Atari birthed the modern videogame industry. It cracked the code of 
coin-op success, pioneered games marketing and successfully invaded 
the living room. But before its mainstream hits turned Atari into a 
household name, the company began as a scrappy group of Silicon Valley 
hippies making it up as they went along 


tari of the Seventies was a different 


animal to the corporate juggernaut 

that captured worldwide attention 

and became the fastest growing 
company in US history in 1980. This coin-op- 
focused Atari was chaotic and flew (and grew) 
by the seat of its pants. It broke new ground, 
buttressed by engineering smarts and Nolan 
Bushnell’s gutsy management, while attracting 
the notice of Wall Street and the general public. 


Nolan Bushnell was an engineer at the Silicon 
Valley stalwart Ampex when he recruited 
his friend and coworker Ted Dabney to form 
a company to design video display-powered 
games. Nolan envisioned a consumer-focused 
version of the game Spacewar! he had played 
as a student at the University Of Utah. The 
duo created their first game, Computer Space, 
for Nutting Associates, a maker of quiz and 
electromechanical games. It was a modest 


success, selling 1,500 units and netting nearly 
$3 million in sales, which paved the way for 
future projects. But more importantly, it proved 
that there was a market for video-driven, 
hardware-based consumer games. 

With the earnings from Computer Space, 
the two hired their first employee: engineer 
and fellow Ampex alum, Allan Alcorn. While 
he wasn't enamoured with Computer Space, 
Allan was intrigued by its engineering and 
the potential challenge of a startup. “It was 
really, really insane to quit a good job and start 
acompany,” Allan says. He points out that 
startup culture and entrepreneurship weren't 
as common or as glamorised as they are now. 
“Today, everybody is doing it,” he says. But Atari 
was self-funded. “We had no backing,” Allan 
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explains. “It wasn't like somebody was giving us 
money. We had nothing!” 

Allan left the security of Ampex and took a 
pay cut, though he gained 10% of the company 
stock as part of his hiring package. He 
considered that benefit worthless at the time, 
but it would prove valuable when Atari was sold 
to Warner Communications in 1976. “I figured it 
would be more fun than Ampex. I would see a 
much broader view of business, When you start 
acompany, you're doing everything. I figured 
it would fail, as most startups do, and I'd go 
back to work at Ampex after a few years,” Allan 
says. He threw his lot in with Nolan and Ted, 
impressed by both of them. By Allan's account, 
Ted “was very wise in analog circuit design, 
and really helped a great deal. He was kind of 


1975 


_ SEPTEMBER 


a mentor to me”. Nolan had different strengths. 
“Nolan never impressed me for his technical 
expertise,” Allan says, “but he was quite the 
entrepreneur, always driven to beat things. He 
was the spark plug. He had this grand vision 
when he pitched me.” 

Nolan leaned heavily on this early team. “Al 
‘was a very good engineer, no question about 
it," he recalls, “and he was curious and capable. 
Ted was a multiskilled person. He was as good 
with table saws as he was with the soldering 
iron, And he was very, very capable in the video 
display world. But more than that, Ted was a 
guy who could just solve problems.” 

Armed with some success after Computer 
Space, the three set out to create another original 
videogame and a pinball machine, both of which 


‘were part of a contract they had with industry 
titan Bally. But before those efforts started in 
eamest, Nolan wanted Allan to hone his skills 
on a practice project, the game that became 
Pong. “Pong wasn't really a test as much as it 
was an exercise,” Allan says. Nolan believed a 
more successful game would need to be more 
elaborate than Computer Space, potentially a 
driving game. Pong was intended as a warm-up. 
Atari's contract with Bally was based on the 
strength of its new technology — coin-operated 
amusement games in the vein of Computer 
Space. But once the Pong prototype proved 
to be wildly successful, the team pivoted. 
Or, more accurately, Nolan did. He presented 
Pong to Bally as required by contract, but then 
proceeded to talk the company out of selecting it 
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One of the things 
that really stands 
outwith the Atari of 
old is its now-iconic 
marketing. It created 
plenty of desirable 
adverts for many ofits 
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its first home console 
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so that his own team could design, 
manufacture and sell it. He believed 
the game would be a major hit, and 
pushed Ted and Allan to move from 
pure engineering and game design to 
becoming a full-fledged manufacturer. 
Over his partners’ objections, Nolan 
pressed forward, and Pong’s success in 
1972 changed the company forever. 

The game's incredible reception “felt 
like getting hit in the ass by lightning!" 
Allan says. “What does a company that 
has no equity and no revenue - what 
does it need?! It needs 
something to sell, and all 
of a sudden - boom! We 
had something to sell! 
We stumbled our way 
into making a couple 
thousand of these Pong 
machines. They were 


them cash up front. We 
wele retaining profits 
quickly. There was no 
investment. The bank 
wouldn't even give usa 
Tine of credit!” 

Atari avoided the mistakes of 
larger competitors like Bally, which 
failed to see the coming revolution 
of videogames in the home. Allan 
believes that Bally couldn't escape its 
own identity as a coin-op company, 
and missed the bigger picture. But 
Nolan was adamant about avoiding 
the same narrow thinking. “We are 
innovative leisure! We are not just 
defined by coin-op!”” Allan recalls 
Nolan stating. “We were going to 
disrupt every market we could in 
entertainment,” he adds. 

But it wasn’t just expansive 
thinking that gave Atari an edge. In 
its incredible growth, the company 
had retained its unusual creative, free- 
thinking environment. “Our corporate 
culture gave us the ability to hire 
anyone we wanted to,” Nolan says. “It 
was a really interesting thing. People 
wanted to come work for Atari because 
of the culture. Steve Jobs worked for 
me. He took it to Apple, and when the 
companies looked around and saw the 
success of Apple [and] saw the success 
of Atari. So, it started to be adopted by 
other companies that were more stable. 
I think it slowly permeated.” 

It wasn’t just the casual atmosphere 
of beer Fridays, hot tub meetings and 
flexible hours. The difference was more 
foundational to Atari's operation, “We 
basically did not care about process,” 
Nolan explains. “We didn't care if 


nd 


“It was a really 
interesting 
thing. People 
wanted to 
so popular we couldsell GENE Work ‘for 
Atari because 
of the culture” 
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our employees came to work in their 
bathing suits or naked, or showed up 
at midnight and worked until two. 
As|ong as they got their jobs done. If 
you totally focus on outcome and not 
process, it tums out that you create a 
very, very egalitarian structure.” 

That Atari ethos came partially 
from Nolan's experience managing the 
Lagoon Amusement park in Salt Lake 
City, Utah, and the influence of the 
San Francisco hippie movement. His 
carefree-yet-calculated leadership was 
an essential ingredient, 
according to Allan. 

“You need a madman 
driving you with this 
thing,” he says, “A Larry 
Ellison. A Steve Jobs. 
And I'm the Wozniak to 
Nolan's Steve Jobs. So, 

I was dragged along, 
screaming and kicking, 
into the future. 

“As it grew, we 
made mistakes,” Allan 
recalls. “We got ripped. 
off. But I guess the 
attitude was lighthearted, because we 
were all young - an open environment 
of treating people well, because we 
didn't know any different. When you 
hire bright people and trust them to do 
their job, you get more out of them. It 
was just a crazy, crazy growth period, 
which had its own series of obstacles in 
growing that fast.” 

Not content with breaking the rules 
of innovation, Atari bucked industry 
practices as well. It tried to increase 
game sales and gain leverage by 
double-dipping with distributors. 

Each city typically had two laige, 
competing coin-op distributors, each 
with their own exclusive contracts. 
But the company wanted to sell to 
both sides. To do so, Atari created a 
fictitious competitor, Kee Games, run 
by Nolan's friend and neighbour Joe 
Keenan. They would then slightly alter 
hit games, rename and then sell them 
to the distributors Atari didn't work 
with — claiming the new games were 
Kee knockoffs! Atari planted rumours, 
complained about the ‘competition’, 
and made money on both ends. After 
the charade ended in 1978, Kee Games 
dissolved and Joe Keenan retumed to 
officially become president of Atari. 

In 1974 Atari continued to wrestle 
with cashflow and an ill-fated 
expansion into intemational markets. It 
needed a large infusion of cash to push 
into the home market and launch the 
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Atari VCS. An IPO was a possibility, 
but in the end, the team looked at 
acquisition. “Atari had been a real 
struggle because we never had enough 
money,” Nolan says. “We never had 
enough capital to sustain our growth.” 

Atari discussed selling to Disney, 
Quaker Oats and others, but Wamer 
Communications made the most sense. 
“Warner seemed like a decent fit,” 
Allan says, “because they were in the 
music and movie business, where they 
understood that you have a flop and 
you have a hit. That's very important, 
because at lots and lots of companies, 
like Proctor and Gamble, you don't 
have a flop. If you have a flop, your 
career is over! So, we had a partner that 
understood that nobody ever set out to 
make a bad movie, but they are made. 
Same thing with videogames.” 


he deal was 
consummated and 
Wamer purchased Atari 
for $28 million. I: seemed 
like an ideal scenario and signalled that 
the videogame industry was growing 
up, With established corporations 
like Warner taking a serious interest 
in the developing medium. It worked 
out very well for Nolan and Allan, 
too. “Alll of a sudden we were offered 
more money than I ever thought I 
was going to make,” Nolan recalls. “I 
always thought of myself as a farm boy 
ftom Utah. All of a sudden, actually 
becoming a multimillionaire was kind 
of attractive to me.” 

But the post-sale reality never lived 
up to expectations. “The big promise 
was that they were used to dealing with 
creatives,” Nolan says, “and that they left 
them alone. Those were the promises 
and that didn’t match the reality.” 

“Tt was a difficult fit because the 
cultures were completely different,” 
Allan recalls. “Maybe the people back 
east thought we were frauds. They 
wele really nervous. This was a very, 
very risky, bold thing to purchase 
this startup, this crazy Silicon Valley 
company. The massive culture clash 
had to do not so much with Warmer 
itself, but with the people who were 
directly tasked with managing the Atari 
investment.” Nolan elaborates: “They 
were New York financial analysts. They 
had this New York bias to the way they 
thought business worked. They thought 
you came to work every day in a coat 
and tie, and you showed up at eight 
clock, left at five, and had an hour 
lunch with a martini.” 


In the Seventies, Atari pioneered coin-op 
videogames. Its games could be found in bowling 
alleys, bars and arcades, enticing gamers to insert a 
coin into their slots. If you encountered one of those 
games, there was a good chance that it reflected 
the design handiwork of Regan Cheng. 

Regan was an industrial designer at Atari who 
made a significant impact on the look and feel of 
Atari - first in the company’s wildly successful 
arcade games, and later within its consumer 
console division. In 11 years Regan worked 
alongside artists, marketers and programmers 
to ensure that Atari products possessed the 
company’s signature look and feel. 

Along with fellow industrial designer Pete 
Takaichi, Regan started work for Atari while still 
an undergrad at San Jose State University. The two 
roommates were hired on back-to-back days in 1972. 
“Ttreally was kind of a dream job,” Regan says. “At 
that time, industrial design was very much about 
styling, and it was a luxury for a company to have 
industrial designers on board." He joined a team 
still wrestling with how to make coin-op games - a 
wooden cabinet, TV and control panel — stand out 
in arcades and bodegas around the country. “About 
a year into it, I really felt we were doing something 
different. Videogames were still new. I felt like we 
were the kings of this type of technalogy.” 

Hired by Atari industrial engineer Gearge 
Faraco, the pair worked on early games like 
Space Race, Gotcha and others, bringing unlikely 
inspiration to their work. “We studied European 
architecture and interior design,” Regan explains. 
The designers drew influence fiom that era's 
high-end product design and interiors, “Things like 
appliances, furniture, chairs, lamps.” 

While a game was still in-progress, a team 
would convene for a ‘blue sky’ brainstorming 
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session, with art director George Opperman, 
graphics team members, the industrial designers 
and marketing representatives working together to 
find a way to tell the game's story in a small space 
and quick glance. “The real estate in an arcade is 
very expensive,” Regan explains. “You basically just 
have your two-foot-by-two-foot footprint.” 

After a game's release, Atari designers counted 
on feedback from arcade operators and technicians 
to understand how people played the games, 
incorporating those insights into future designs — in 
Teplay value, controller strength or service access. 
“Our in-house guys held the key to making it look 
like an Atari product,” Regan says. The team would 
deploy its arsenal to differentiate a game, including 
graphics, lights, controllers or anything else they 
could manage. 

While Atari didn’t invent the amusement game 
cabinet, it surely reimagined it, bringing early 
ergonomics research into the industry. “I look back 
now,” Regan said, “and I'm really proud of it. We did 
the best we could, making new designs based on 
all the restrictions of the industry — materials, cost, 
timeframes and everything else.” 


The Atari VCS was a huge 
success, with its packaging 
promising the owner plenty of 

great games to enjoy. 
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NOLAN 
BUSHNELL 


Nolan wes the cofounder of 
Atari and its driving force in its 
earliest days. His grand visions, 
freewheeling culture and moxie 

helped Atari create a series 
cof enduring games, while also 

birthing a new industry. Fllowing 
his deperture from Atari, Nolan 
went on to found the Chuck E 
Cheese chain of restaurants, 
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TED GEORGE ROGER 
DABNEY OPPERMAN HECTOR 


A founding engineer, Ted's Geoige designed the iconic Roger led research and 
expertise made Atari work with and distinctive Atarilogo and —-_—_development at Atari, maneging 
his deo knovwledge of video jpined the company in 1976, He its advanced products from 
display. With Nolen Bushnell, he _professioalised the design during ‘1978 to 1981. As head ofthat 


designed Computer Space, proving the firs early years, bringing department, he helped push the 
they could ceate an inexpensive modem graphic sersibiies tothe boundaries of what Atari was 


TV-based game, But Ted's company while borrowing from doing —in ways that harmonised 
‘management inexperience and editorial design and ilustrtion with its curtent videogames, 
cisteste for Nolan's self-promotion to tell the visual stories of and also forthe electronic 
led to his departure in 1973, Videogames in ther infancy. entertainment ofthe future, 
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MANNY 
GERARD 


Hired to run Atari after 
its acquisition by Warner 
Commurications, Manny's New 
York management style was an 
ilfit for the laid-back, creative 
culture he inherited in Atari. His 
regular clashes with Nolan and 
disagreements on the fate of the 
Atari 2600 eventually led to him 
firing Atari’ original founder. 
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ALLAN 
ALCORN 


Allan was hired as Atari 
‘employee number one in 1972, 
after working with both Nolan 

‘and Ted at Ampex. He designed 
the arcade game Pong as an 
engineering test, which was 

intended as a prelude toa real 
game, but it wes $0 popular 
that the team launched it to 
incredible success, 


CLIFF 
SPOHN 


As the illustrator behind the 
artwork of nearly 20 Atari 2600 
games, Cliff had a huge impact 

onhhow the new console was first 
perceived in the marketplace. His 
iconic illustration style and use of 
montage provided energy, emotion 
and separated Atari from other 
videogame companies as the gold 
standard in the industry, 


FRED 
THOMPSON 


Fred was the industrial designer 
behind Atat’s 2600 consce. His 
design helped it blend into the 
living room environment ofthe 
Seventies, and set standards 
which stil echo in console design 
today. His background in audio 
helped Atarimake a smooth 
transition from arcade business 
trading to consumer products. 


The sale signalled the beginning 
of the end for Atari’s Seventies 
startup era, now a juggernaut with 
an established corporation and 
marketing muscle behind it. This 
became particularly important for the 
final development and release of the 
Atari VCS (Video Computer System, 
later renamed the 2600), Atari's effort 


Atari creative director George Opperman (left) talks through arcade design concepts with illustrator Bob 
Flemate, who was also instrumental in helping define Atari’s early visual style, 


to bring cartridge-_ we wanted to do. “After 1978, under Warner 
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While the VCS work 1s that if you traditional - said, of the products they released were 

sold respectably ‘No, we're going to already in development at the time 


don't obsolete your pour a lot of money 
successful product, into marketing and 
y 


advertising for the 
somebody else will” product’ They did it 
and it was the right 
move. God, it was 
the right move! But 
that created a lot of friction between 


in its 1977 launch, 
it didn't set the 
world on fire. The 
initial games were 
solid, but Atari 
programmers had 
yet to unlock the 
flexibility of the system’s architecture 


of the company’s purchase. “There 
were new cartridges and games, 

but Warner did not have the guts to 
release anything new. You have to 
obsolete your own product. They 
leamed that lesson the very hard way.” 
Wamer-led Atari would create some 
standout games and usher in a new 


system), it did 


Milner created. 
cost to build it 


console. “In Si 


don't obsolete 


that led to its long shelf life and 
massive games library. While Atari 


manage to optimise 


and popularise the idea, cementing 
videogames’ place in the home. 

“We knew it was going to be a good 
product,” Allan says, “because the 
games were good and because of the 
architecture that Steve Mayer and Ron 


. It was a fraction of the 
compared to the other 


competing systems. It was brilliant! 
Inadvertently, it was more flexible than 
the other systems.” 

After a modest first year, VCS sales 
began to taper off. Allan explains 
that he and the rest of the original 
Atari team thought it was time to 
move on and create a replacement 


licon Valley,” he says, 


“the way things work is that if you 


your successful product, 


somebody else will. So you've got to 


create a produ 


ict that will knock off 


your own product, and that's what 


Warner and Nolan and those guys.” 


spades when Atari's 
home version of Space Invaders, 
became the platform's first killer 
app in 1980. It supercharged VCS 
sales and made Atari the darling 
of the industry and the console to 
beat. Warner won that argument 
with entrenched Atari management, 
but the philosophical disagreement 
beneath it persisted. 

Nolan, occupied with his new 
wealth and R&D, remained at 
loggerheads with Warner's leadership. 
Atari’s handlers wanted a good return 
on their investment, and it seems 
that they were more comfortable 
marketing and extending product 
lines than innovating. This mentality 
rankled many Atari employees, and 
would eventually erode the creativity 
that made Atari successful in the first 
place. It subsequently led to Nolan's 
ousting in 1978. 


eva in games, but the company was 
imevocably changed. 


wasn't the first to market with a arner’s decision to Despite the videogame market 
cartridge-based home console (that double down on. crash of 1983 and subsequent tumult, 
was the lackluster Fairchild Channel F the VCS paid off in Atari left a lasting imprint. "We were 


the catalyst to introduce a whole 

new form of technology,” Allan says. 
“What we did in the early days was to 
figure out how to make an appliance 
in the home — called a television set - 
become an interactive entertainment 
device. That was a big change! We 
figured out how to put games out 
around the world, creating a whole 
new form of entertainment that — for 
good or bad — has absolutely changed 
the world, and I guess we're not 
going to go back.” 

Atari ushered in a new era in 
electronic ubiquity. “Videogames have 
turned out to be a kind of the training 
wheels of computer literacy," Nolan 
says. “I know no programmer who 
didn't cut their teeth on videogames 
early on, and most of them were 
still big gamers. I think videogames 
themselves eased the transition into a 
computer-literate society.” 
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ARCADE » 1972 » ATARI INC 
If there’s one game that defines the Seventies then z 
it's surely Atari’s Pong. While you can make plenty of 

arguments for Space Invaders, Atari's breakthrough game 

feels far more influential and it's arguably one of those 

transcendent moments when people suddenly realised that 


it. | mean everyone.” Philip Oliver remember 
programming events “were to rewrite Pong 
Ocean's Jim Bagley just remembered it being “bloody goad fun’ 

And Fong was bloody good fun, particularly if you were playing again 
another person. Even today rallies on Pong can be tremendoush fying 
to take part in, and there's nothing more enjoyable than watching that ball slip 
past your opponent's bat. Fong wasn't just huge in arcades, it was massive 


~ RETROREVIVA 


some kind, offi 
you't dering). You can argue that most of Pong's success was down 
it being fun to play, easy to find and (perhaps most important of all) extremely 
simple to pick last thing is important because that entry level is 
something shared by most of the other Retro Revivals this bos 

Without Pongit's arguable that the gaming landscape would be a very 


lay. Nintendo, Col and Konami are just a 
s that entered the 
Pong, while countless budding programmers copied the Olivers’ attempts to 
recreate the game. Pong is a phenomenon and it highlights that great game 
cs will always win out over flashy graphic: 
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Words By Paul Drury 
y | q | twas anice sunny day,” recalled Ralph 
Baer, of 2 June 1976. “He was with his 
lawyer. We shook hands, exchanged a 
few pleasantries and that was it. A smile, 


a hello and a goodbye. That was the first time | 


met Nolan Bushnell.” 
It was a brief encounter outside the Chicago 
Federal District Court Building, yet a momentous 
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bouncing ball on my oscilloscope back in 1946," 

{ Ralph began. “I have zero recollection of it but I 
bet you dollars to doughnuts that | wasn't the only 
‘one playing with their ‘scope at that time, making 
spots bounce back and forth on the XY display. If 
he saw it or if he didn’t, it really doesn’t make any 
difference in the history of videogames.” 

So we'll sadly never know for certain whether 
a very primitive Pong ever played out on Ralph's 
= tiny oscilloscope screen, 12 years before Willy 


la ae Tennis For Two briefly wowed 


visitors to Brookhaven National Labs in 
1958. His brother's memory did, however, 
demonstrate Ralph’s keen interest in 
electronics. Coming from a Jewish 
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| Considered the father of video 
- impact on the industry spreads far and wide. We 
~. remember our meeting with the late, great pioneer 


games, Ralph Baer’s 


background, he and his family fled Germany in 
1938, just two months before the Nazi’s savage 
anti-Semitic Kristallnacht pogrom. They settled in 
New York, and Ralph spent three years serving in 
the US Army, both stateside and overseas. He put 
his electronics expertise to good effect: “When 
I was with military intelligence, one of the first 
things | did when we got to Europe was build 
a radio for the guy who | shared a bunk with. 
| managed to convert German mine detectors 
so we could pick up the American Forces Radio. 
Station and listen to Glenn Miller.” 

After the war ended, Ralph took advantage 
of the GI Bill Of Rights and went to college in 
Chicago. Graduating in 1949 with a Bachelor Of 
Science in Television Engineering (the first degree 
available of this kind at the time), he would soon 
get the chance to make a TV set of his own. 


In 1951, Ralph was gainfully employed at Loral, an 
electronics company based in the Bronx, working 
ona high-class projection television set. “Part of 
the test equipment we used as we built the set 
was a pattern generator,” he told us. “You could 
put a pattern on-screen, like a chequerboard, 
so you could test the height, width, contrast, 
brightness, that kind of thing... | said, ‘That's kind 
of neat, you can fiddle with these controls and 
things happen on the screen. Couldn't we build 
something like this into 2 television set and make 
it into some kind of game?’ | took the idea to my 
supervisor and he said, ‘You're already behind 
schedule, just get the damn TV set built!’ And 
that was the end of that!” 

The name of Ralph's supervisor? Sam Lackoff. 
We couldn’t help wondering, if it weren't for 
his lack of vision could we have been playing 


games on our televisions in the Fifties instead 
of the Seventies? “No question about it,” Ralph 
stated, emphatically. “Technically, no problem 
whatsoever. If it would've resulted in a saleable 
product that did enough for whatever it would 
cost, well, that's a question | can’t answer.” 

Just imagine if the industry had started 20 
years earlier than it did. Where would we be now? 


15 years had passed since Ralph first toyed with 
the notion of playing games on a television. Since 
then, he'd moved to Sanders Associates and risen 
up the ranks to chief engineer, working mainly on 
military defence electronics projects, but his inner 
“TV gamer’ had never died. “| was waiting at a 
New York bus terminal for a colleague and it just 
came back to me,” Ralph smiled at us. “The idea 


» The famous Brown Box and rile, 
wth the tangle of wires within that 
made the magic happen 


it talks about games. Action games, card games, 
sports games, even “Auto Racing using the screen 
as a roadway”. Before a spot was even displayed, 
Ralph was planning what we might actually be 
playing in this brave new gaming world. 

“What's wrong with looking ahead?” he 
laughed. “I was thinking of what I’could do with 
this thing! | knew there were 40 million TV sets 
in the United States. If | could hook up some kind 
of box to a TV set that did something that people 
would want to pay for and | could sell that to just 
1% of TV owners, that’s 400,000 right there! | got a 
business! Then there's the rest of the world. That's 
gotta be another 40 or 50 million, right?” 

Ralph was thinking big, which might explain 
why he clearly stated in the document that 
development should take place ‘in a guarded and 
otherwise inaccessible room’, with ‘disclosure 
confined to a minimum of personnel’. He also had 


“| bet you dollars to doughnuts that | wasn't the only 
one playing with their ‘scope at that time, making 
spots bounce back and forth on the X-Y display” 


of playing games on a television set had always 
been just under the surface. | remember sitting 
on a cement step outside the terminal, scribbling 
notes on a small pad, | got that feeling of being 
‘on to something...” 

When he returned to his office in New 
Hampshire the following day, he wrote up his 
New York notes into a four-page document 
that laid out his ideas for playing games ona 
conventional television set. It's fascinating 
piece of videogaming history because not only 
does it contain talk of oscillators, modulators, 
‘free-running raster techniques’ and the numerous 
practicalities of actually getting images on-screen, 


the presence of mind to get the seminal document 
signed and dated by a trusted colleague, Bob 
Solomon, to establish a legal record of his eureka 
moment, a highly prescient move given the slew 
of lawsuits that would follow over the following 
decades. Ralph, you must have instantly realised 
this was an important breakthrough. Something 
big, something worth protecting? 

“There was no question in my mind," he 
confirmed to us. “Of course, | could never have 
known how big it would really get...” 

Realising the potential was one thing; making it 
become reality was to be an arduous, elongated 
struggle. It began by Ralph assigning a technician, 


Bob Tremblay, to his secret project. Ensconced 
in the former company library on the fifth floor, 
out of sight from any curious eyes, Bob (under 
Ralph’s direction) created a vacuum-tube circuit, 
which was christened ‘TV Game Unit 1’. So, we 
wondered, did tense games of ping-pong between 
the two engineers? 

Ralph laughed out loud at the thought. “No, no, 
it couldn't do a hell of a lot! It could put a spot on 
the screen and stretch it vertically, horizontally, 
move it around and change its colour. It wasn’t 
meant to be a product but it proved we could get 
symbols on-screen and that was the purpose of 
the exercise...” 

That tiny tangle of wires and tubes was 
the ‘proof of concept’ that Ralph needed. He 
approached the company’s corporate director of 
research and development, Herbert Campman, 
and gave a demonstration of the unit. This time, 
Ralph’s superior had vision, and on 22 December 
1966, he agreed to fund further development: 
$2000 for direct labour and $500 for materials. 
Now that he project had a little cash, and some 
credence from the company’s management - it 
was game on. 


The new year brought two additions to Ralph's 
team. Two very different men that would in very 
different ways play vital roles in the creation of 
the first games console. “Bill Harrison was my 
kind of guy,” Ralph highlighted. “He was a really 
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good technician. He became an engineer later on, 
and he designed all the circuitry. He was on the 
bench, while | was out there running a division of 
five hundred people. I'd stick my head in a couple 
of times a day for 15 minutes to see how things 
were going. He worked under my direction but he 
did the work and came up with stuff that we could 
manufacture and was inexpensive. For example, 
to generate a spot to move around a screen like 
for a ping-pong game, to do that in discrete logic 
typically takes four transistors. He did it in two. 
Once you need three spots, for two bats anda 


“For the first time in human history, we had 
a videogame running with verbal instructions 
coming out of the TV set” 


ball, that’s a lot fewer transistors and resistors and 
that’s saving you money.” 

So on 12 February 1967, Ralph took Bill to the 
same secretive room where Bob Tremblay had 
put together TV Game Unit 1, and he began 
working on what would become the second 
iteration of their console adventure. 

Meanwhile, Ralph began sharing his game 
ideas with one of Herb Campman’s engineers, 

Bill Rusch. “He was an MIT graduate,” Ralph 
explained to us. “Very bright, very creative and 
very eccentric. He’d go out at lunch to play his 
guitar to people | thought were groupies. He was 
very independent and wouldn't take direction, but 
| tolerated it because he was very useful. A million 
times | would’ve cheerfully let him go if he wasn't 
such an important contributor to the effort.” 

That contribution can be clearly seen in a 
memo dated 10 May 1967. It detailed 21 different 
videogames, a culmination of conversations 
between Rusch and Ralph over the previous three 
months about what their TV game unit might 
be able to deliver. It reads like a manifesto for 
future game genres; there's a top-down racing 
game where circuit-crashes or rear-ending the 
race leader are penalised; a baseball game where 
the speed of the pitch can be controlled and the 
batter must time their swing perfectly to make 
a hit; a maze game in which a white rat must 
traverse a labyrinth; various target-shooting 


games (see right); and an idea for an aerial World 
War One dogfighting duel, preempting Atari's 
ubiquitous Combat cartridge by a decade. There 
are even plans for an intriguing golf game that 
resulted in a bizarre peripheral. 

“We built joysticks for Game Unit 2,” said 
Ralph, speaking about the practical aspects of 
implementing some of their game ideas. “What's 
more obvious to an engineer like me than to drill 
a hole in a golf ball and stick iton a joystick? Put it 
‘on the floor and hit it with your putter. Get it right 
and you get a hole in one!” 


Full of ideas and with an encouraging number of 
incremental technical breakthroughs, the group 
prepared to showcase their progress to the 
president of the company, Royden Sanders, and 
the board of directors. “I knew | couldn't blow 
this,” Ralph explained to us, “so | recorded the 
instructions for the games on Game Unit 2 on 
audio tape and | had Bill Harrison build a little 
4.5Mkz oscillator and modulator so the sound 
came through the television set. | switched it on 
and, for the first time in human history, we had 
a videogame running with verbal instructions 
coming out of the TV set.” 

Seven games were demoed to the board that 
day. Fox and Hounds, a two-player chase game, 
had a single red spot for a ‘fox’, pursued by three 
white ‘hounds’, while Target Shooting allowed 
one player to move the bullseye with the joystick, 
as a second tried to blast it with his rifle. Most 
intriguing was Pumping Game, in which the 
player took on the role of a firefighter frantically 
trying to extinguish the flames in a burning house, 
success being achieved by pumping a handle on 
the console. This primitive button-basher was 
accompanied by a charming hand-drawn overlay, 
featuring a determined fireman gripping his hose. 
The windows of the building were transparent, 
allowing the player to see the opposing levels of 
red (fire) and blue (water) colour on screen, which 
indicated success or failure. 

So, did the board see the germ of a multi- 
billion dollar industry in those seven videogame 
vignettes? “They said | was nuts!” exclaims Ralph. 

“We were a military electronics company building 
very complex, very expensive equipment, like 


anti-aircraft to ground missile protection. This was 
a long, long way from that. The reception was 
actually pretty cold. Out of the whole group, only 
two were smiling after the demo was done and 
they became supporters. The rest looked pretty 
dumb. But | guess they trusted me. | had been 
around a while...” 
The truth was Ralph and his team were also 
starting to have doubts. Their games were 
fun, but their lasting appeal was questionable. 
There was only so much entertainment you 
could squeeze out of two spots chasing each 
other across the screen, however cleverly you 
dressed it up. Then in November came a major 
breakthrough. Bill Rusch designed some novel 
spot generator circuitry on paper, ‘Bill Harrison. 
implemented it and now a third spot could be 
displayed on screen. This spot was different; it 
was machine controlled, and therefore, most 
excitingly, it could be a ‘ball’. 
“It was obvious we finally had something 
worth going after,” Ralph enthused, warming 
to the subject. “| mean, the other games, we 
were dragging them in by the hair just to have 
something to do but as soon as we had a ping- 
pong game, that wes of a totally different order.” 
And so the first ‘killer app’ was born. All 
that had to be done was to turn the game into 
something they could sell to the world. 


Videogame Unit 7 was given the name of the 
‘Brown Box’, so called because the aluminium 
chassis containing the game circuitry was now 
covered with brown, self-adhesive wood-grain 
vinyl. This box of tricks could play various 
kinds of ping-pong, all developed by the team 
over the previous year. Volleyball, soccer and 
hockey all played around with the same basic 
‘two bats, one ball’ formula, some utilising 
overlays to add goals and other little touches 
of ‘realism’ to proceedings. The light-gun and 
golf-putting games also made the final cut, along 
with a version of checkers. Herb Campman’s 
response confirmed the team’s hopes: “This looks 
like it’s for real.” 

“No question it was ready to produce,” said 
Ralph, “but we had to figure out who was going 
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Me at a trade show, a game that was 
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Nolan Bushnell himself. 

“\Ne managed to make a real success 
of Simon and so, unintentionally, 
managed to upstage Nolan for once,” 
chuckled Ralpt 
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to put it into production! We had been trying 
to get cable companies interested but they just 
didn’t have the guts. 

“| can’t believe it took us a whole year to 
realise all the parts we were using were the 
same parts used by TV and radio manufacturers. 
Those were who we needed to be talking to! 
And they came, one by one, and all of them said, 
‘Gee, this is great, but did any of ‘em move off 
a dime?’ No. RCA was the only one who put 
together a contract and that took three months 
and it was so onerous to us that we walked 
away. But we got lucky. One of the RCA guys left 
to join Magnavox and told them they should take 
another look at us. We presented [the Brown 
Box] to them and their manager said, ‘Go!’ That's 
how it all started.” 


then, like $300,000 in today’s dollars. It was like 
someone had turned a switch on in me. In a 
microsecond | went from depression to elation!” 

That three-foot photocopy of the first royalty 
cheque received by Sanders for sales of the 
Odyssey console was tangible proof of what 
Ralph and his tiny team had always believed: 
people would love videogames. That Christmas, 
100,000 consoles were sold and the Magnavox 
Odyssey went on to sell 350,000 units over the 
next few years. 

“In terms of selling a brand new product it 
was an unqualified success,” beamed Ralph. “It 
didn’t matter that by the time it came out it was 
old technology. It worked and it was fun. And you 
know, it owed much of its success to the fact that 
Atari had brought out their copy of it, Pong, in the 


“You can’t compare the technology | had back 
in the sixties with what we have today. | look 
at my iPad and it’s magic! Bloody magic!” 


It was the summer of 1972 and Ralph was lying 
in a hospital bed, recovering from a routine 
operation. The high of 1969 seemed a long time 
ago. Since his TV game was given the greenlight, 
things had been moving slowly. A year to sort out 
the legal contracts and another for the Brown Box 
prototype to be manufactured into the Magnavox 
Odyssey, which finally hit the shelves in the 
summer of 1972. Worse still, Sanders was hit 
badly by a severe slump in the defence industry, 
resulting in large-scale job losses at the company. 
Ralph was in a ‘deep funk’. 

“You can read all the books on psychology you 
want, the reason people get depressed is that 
they lose confidence in themselves,” he reasoned 
to us. “My division in the company had shrunk 
by a few hundred people, employees were hiding 
behind storage cabinets to avoid getting on the 
layoffs list and | was in hospital for this operation. 
Then in walks Herb Campman with a giant cheque 
for $100,000! That was substantial money back 


arcades. You wanna play that at home, you go 
buy a Magnavox Odyssey game. And that’s what 
people did...” 

Success inevitably breeds imitation. Atari had 
built their arcade business from the huge profits 
generated by Pong, which did indeed bear an 
uncanny resemblance to the Odyssey’s ping pong 
game. Countless other Johnny-come-latelys also 
jumped on the bandwagon and produced home 
and arcade versions of the game. In 1975, Atari 
decided to produce a home version of its arcade 
hit and so we return to those courthouse steps in 
Chicago, where Ralph first met Nolan. 


“| felt confident from the start,” Ralph told us. 
“Nolan had played our game at a Magnavox 
dealership in Burlingame, California, in May 1972. 
No-one can tell me that wasn’t the inspiration for 
him to tell Al Alcorn to build Pong. That's fine. I've 
been in the toy and game business long enough 
to know everyone bases their ideas on other 
people's. Nothing comes from a vacuum. But we 
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had issued patents that had clearly been infringed 
by Atari and others.” 

The judge agreed and Magnavox - and by 
extension, Ralph - won on all counts. Well, 
all but one, perhaps. For many years, as the 
videogame industry boomed, and occasionally 
busted, into the billion-dollar business it is today, 
it was Nolan who was referred to as the ‘father of 
videogames’. Ralph's role was largely ignored and 
his huge contribution to the birth of our favourite 
hobby went unacknowledged for several years. 
Thankfully, the wonderful web helped put the 
story straight. 

“| was a no-show before the internet,” sighed 
Ralph. “Then | got a website and that put me on 
the map. Since then, I've received the National 
Medal Of Technology from President Bush, 
the original Brown Box is in the Smithsonian 
Museum and I've been awarded so many prizes 
and medals, | don’t know what to do with them 
all. They're cluttering up my desk here! The 
amount of emails | get from students with yards 
of questions to help them with a paper they're 
writing on the history of videogames, maybe 
that’s an indication that I've finally arrived!” 

Before we left Ralph to get back to work 
at his bench in his basement lab (at the time 
of us meeting him in the early Tens, he was 
approaching 90 and was still inventing new 


inventor to the end 
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products), we explained that this article is for an 
edition of Retro Gamer, and wondered whether 
he ever looked at what videogames have become, 
both commercially and culturally, and think, ‘Did 

| really start this?’ He thought for a short while 
before answering our question. 

“Well, obviously, yes, but I'm very conscious 
that though | might have started it, there are 
thousands of creative people that made it all 
happen. And you can’t compare the technology | 
had back in the Sixties with what we have today. 

I look at my iPad and it’s magic! Bloody magic! 
And everything's getting more magical!” 

So gamers, raise your joysticks to the wizard 
that cast the first spell. To Ralph Baer, the true 
Father Of Videogames. 


——_— 
Make sure to check out Ralph Baer’s book Videogames: 


In The Beginning, and find out more about his incredible 
career at www-ralphbaer.com. Additional images courtesy 
of David Winter of www.pong-story.com. 
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hroughout the best part of the 
Seventies, game developer 
Tomohiro Nishikado looked towards 


America with aspiration in his eyes. 
In turn, the US peered back at Japan with a 
dollop of suspicion. 

But that was symptomatic of the state of 
these nations during that period — a decade in 
which post-war America, in line with much of 
the western world, suffered economic stagnation 
while the Far East enjoyed rapid growth. 

Nishikado was a talented young developer, an 
engineering graduate who had been employed 
by the Japanese vending machine manufacturer 
Taito since 1969. He'd had reasonable success 
with a variety of games, starting with the Pong 
clone Elephong in 1972, followed by Davis Cup 
and Soccer in 1973, again inspired by the classic 
game from Atari. 


TEV EELTHE 


Charting over 40 years of repelling invaders 


ee ee ee PSs ee 


» Arcade] The geme mirrored your own anxiety, the more successful and 
sweaty you were, the faster it e. 


The titles he worked on would show great promise 
and innovation. Speed Race in 1974 had scrolling 
graphics, a racing wheel controller and a choice of 
beginner or advanced play; Westen Gun, or Gun Fight 
in the US, was the first to bring human-againsthuman 
violence to videogames the following year. 

Yet at that time America was dominating the 
videogame industry. Atari in particular had seized the 
market and it was leading in arcades — and homes, too, 
thanks to the launch of the 2600 console. Nishikado 
became hooked on Atari's Breakoutand the more he 
played, the more determined he became to better it. 

“My goal at that time was to catch up with the 
United States,” he tells us. But in that aim, he was not 
alone. For throughout the Seventies (and going into the 
Eighties), Japan had been snapping at the heels of key 
American businesses, most notably the automobile 
industry. American manufacturing had been in decline 
and power was swinging, 

As such, there was rising discrimination 
and an increase in what has been dubbed 
Japanophobia’ —a revival of anti-Japanese 
sentiment that predated the Second 
World War. “There was this interesting 
tension as the rise and strength of the 
Japanese economy really made an 
impression on the US national identity 
as the great country of innovators and 
inventors,” says the academic game 
designer professor Lindsay Grace. 


»Tomchiro Nishikadois the 
creator of Space Invaders 
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#8,Yellow Magic 
Orchestra samples Space 
Invaders sounds in the 
single Computer Game 


*% Space Invaders 
releasedin the arcades 


With that in mind, Nishikado's next game, Space 
Invaders, would face multiple battles. Alien invasions 
aside, it had to fight against a fear of Japanese influence 
‘on American culture. And, there were worries the game 
was proving too distracting for children. 

On the issue of Japanophia, however, Lindsay 
contends Space Invaders “gave more fodder or proof for 
not being afraid”. Indeed, it opened up gaming and its 
huge potential right across the world. “It's hard to know 
what would have happened to gaming without Space 
Invaders,” says Mark Cutmore, head of commercial 
enterprises at the Scence Museum Group. 

Space Invaders landed with impeccable timing. 
“Videogames were in the ascendent, a new form 
of entertainment with untold promise,” explains lain 
Simons, director of culture at the British Games Institute. 
As such, it was a time of great experimentation, of 
pushing the available tech and creating new genres. 

To that end, Nishikado began work on Space 
Invaders in 1977 and he created a microcomputer 
from scratch to do so. It was the first Japanese 
game to use microprocessors and it became the 
most advanced arcade game available. Built around 
Intel’s 8080 8-bit processor rather than using 
discrete logic chips, it made for a better performance. 

Perhaps more importantly, Space 
Invaders also anchored itself to the 
predominant themes of mainstream 
culture at the time. “This era was the 
dawn of the space age — both in reality 
with the Apollo moon landings, the launch 
of the space shuttle, communications and 
spy satelites, interplanetary probes, and 
with science fiction such as Star Wars, 
Star Trek, Dune and Aliens," says Eugene 
Jarvis, who went on to produce his own 
scifi shooter, Defender, in 1981. > 


#% Gamers could pop 
their nameon the high 
score table in Space 
Invaders Deluxe 


» [Virtual Boy] You'd 
be seeing red f 

you played Space 
Invaders on the 
Virtual Boy but that 
was entirely downto 
the soreen. 


#% Acocktail table 
follow-up, Space 
Invaders Il, appears 


aoe ee ee 
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% Funny Stuff 
#% Super Invader releases the song Disco 
becomes an early clone Space Invaders 


» Mega Drive] A rather faithful rendition ofthe original game, Space 
Invader 90nevertheless had enhanced sound and graphics. 


P It wasn't always going to be that way. Initially, 
Nishikado considered aeroplanes as the enemy, but he 
switched to humans for technical reasons. Taito wasn't 
happy and felt it would be too immoral to have gamers 
blasting away at people so Nishikado chose to set the 
game in space instead. It was, he tells us, “a convenient 
theme for videogames unlike sports that are bound by 
specific rules”. He chose well, as history demonstrates. 

“Star Wars had just captured the imagination of the 
entire world, not just 4s a movie, but as a universe,” Iain 
continues. "We didn’t just buy a ticket to watch the film, 
we bought the action figures and the lunchbox to take 
our sandwiches to school in. Space Invaders arrived at 
the peak of that first wave of a new, popular science 
fiction explosion. it was a new, aspirational technology 
that shackled itself to the moment.” 
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The Pretenders 
release the hit song *® Space Invaders lands 
Space Invader onthe Atari 2600 


» [GBA] Space Invadersis such asimple, 
perfectly well on smaller screens. 


game that it works 


ven so, Space Invaders still had to be 

attractive in itself and that was always 

at the forefront of Nishikado's mind. 

It meant that when Space Invaders was 
released in the arcades in Japan in 1978, its impact was 
immediate, with some pachinko parlours and bowling 
alleys soon rebranding themselves as Space Invaders 
arcades, filled to the brim with coin-op machines. 

“| was surprised by media reports saying that 
Pachinko parlours —a leading industry in Japanese 
entertainment at that time — were being invaded by the 
game,” Nishikado says. He was also astonished to read 
that the game was causing a shortage of 100 yen coins, 

“Itis true that newspapers reported Space 
Invaders caused the shortage of 100 yen coins and, 
consequently, Nippon Ginko's increased production 
of 100 yen coins, but | didn’t feel that much at the 
beginning of the boom," Nishikado explains. “One day, | 
happened to see the tyre of a truck weighed down by a 
load of collected 100 yen coins in the car park at Taito's 
headquarters. This surprised me and | realised that 
Space Invaders had become a phenomenon.” 

Although many a gaming expert have since dispelled 
the yen shortage as fake news, Space Invaders’ 
popularity was very much true. But even though it was. 
eating up cash, there were fears in Japan that the game 
was leading to delinquency and children playing truant. 

“It was an unanticipated fad for the amusement 
industry and so rules or regulations were not able to 
catch up with that instant phenomenon,” 
Nishikado says. “But if |, as a games 
creator, was to look back ina positive 
way, I'd say it heralded a new era of 
entertainment in Japan." 

There is no denying that. When 
Nishikado visited the Amusement and 
Music Operators Association show in 
1978 when the game was introduced, 
he was astounded. “! saw a lot of people 
waiting in the queue in front of the Space 
Invaders cabinet and, at that moment, | 


» Mark Cutmore works at the 
Science Museum Group, 


4% 10,000 players 
competeiin the *.Bally Midway 
releases a 


pinball version 


National Space Invaders 
Superbowl run by Atari 
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Tomohiro Nishikado 


felt that our games might be overtaking the videogame 
giant.” The US had competition. 

It was 1981 and a number of parents in the affluent 
village of Irvington in the state of New York were waging 
a war of sorts against their children. They were incensed 
at the plethora of coin-op machines which had been 
invading their space for a few years and they'd manage 
to convince the authorities to do something about them. 

The proposal was dramatic and involved banning 
anyone under the age of 17 from playing. It also sought 
to impose a $100 licensing fee for machines and restrict 
the number that any single establishment could have to 
‘two. "| hear they're addictive,” said mayor Reginald F 
Marra, as the village prepared to vote on the issue. 

Marra was against the age limit, but he sympathised 
with the concerns. Just as in Japan, the games were 
eating up pocket money and while that was good news 
for the owners, they were being blamed for kids going 
without lunch or arriving late at school. 

The coin-op had been brought to America by Midway 
and it had quickly appeared in cafes and pizza parlours in 
cities across the US. But although arcade machines had 
been making in-roads into American culture for the best 
part of ten years, they had not attracted quite the same 
level of attention as the Japanese newcomer. 

“| found a Pong machine in a landromat in Kent, 
Ohio, in 1975 and | decided that | preferred spending my 
quarters on drying clothes,” scorns games developer 
Matt Householder, who went on to develop Moon 
Patrol, for the ColecoVision. “Space Invaders was the 
first videogame (coin-op or otherwise) that | found was 
truly fun to play.” He wasn't alone. 

“Suddenly, videogames had some character,” 
lain says. “Sure, they were two dimensional and 
tudimentarily animated but the aliens in 
Space Invaders had enough character 
to make themselves feel like characters. 
Pong was an astonishing achievement, 
but it didn't provide videogames with a 
figurehead. Space Invaders’ marauding, 
oceanic aliens delivered such a powerful 
character design that they'e still used to 
symbolise videogames to this day." 

As it proved, 1978 was a turning 
point both for the videogame industry 
and the growing backlash against it. The 
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% Acclaimed author 
Martin Amis writes ‘% Pepsi Invaders is #6 Taito releases 
Invasion Of The 4% Space Invaders ‘commissioned by ‘eh Return Of The the game on the NES fH KP Snacks sells 
Space Invaders grosses $2 billion Coca-Cola Invaders is released in Japan Space Raiders crisps 
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same happened in the UK, the 
rest of Europe and other markets 
around the world. One of the main 
problems was that Space Invaders 
was so attractive and addictive, 
although some people found other, 
more bizarre reasons to outlaw this 
particular invasion. 


n Japanamerica: 

How Japanese Pop 

Culture Had Invaded 

the US, author Roland 
Kelts writes of Pac-Man creator Toru lwatani’s 
“bafflement when discussing the banning of Space 
Invaders in several southern states in the Eighties 
~ allegedly because aliens are not in the Bible, and 
because of the game’s violence towards them”. 
Unlucky for them, Space Invaders’ success only led to 
more shooters. In the Eighties, Japanese arcades were 
dominated by them. 

“As the most popular game of the era, Space 
Invaders became the target of fear but the cause was 
that people didn't understand the emerging trend for 
gaming or recognise the positive aspects of it," argues 
Mark. “The same fears had been levelled at television 
in its early days and at new genres of music like punk 
and hip-hop." 

As it happens, the proposed ban on children in 
Irvington was thrown out and the planned restrictions 
‘on cabinet numbers were loosened to three machines 
per establishment. Yet arcade games — Space Invaders 
in particular - continued to attract as much negative 
attention as it did positive. In 1981, George Foulkes, 
Labour MP for South Ayrshire in Scotland tried to push 
the Control Of Space Invaders And Other Electronic 
Games bill through the UK parliament. 


» lain Simons works at the 
British Games Institute, 


MUSIC 
@ Musicians were inspired by Space Invaders after its 
launch and, even putting aside the sampled audio in 
the messy medley that was Yellow Magic Orchestra's 
hit, Computer Game, fans could enjoy Disco Space 
Invaders by Funny Stuffin 1979, Space Invader by The 
Pretenders in 1980 and Space Invaders by Player One. 


TELEVISION 

§ Space Invaders has had an impact on the small 
screen in a variety of ways. Not only was a BBC 
series by celebrity builder Tommy Walsh called Space 
Invaders, there have been numerousreferences to the 
game in Futurama, Scrubs, Chuck, Danger Mouse and 
Black Mirror among many others. 
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m Whether it's Spaced Invaders or appearances in 
sci-fi films suchas Terminator 2: Judgement Day and 
Cherry 2000, Hollywood hasrit been immune to the 
Classic title, Soace Invaders has a role in Pixels and 
there's talk of a movie directly based on the series. 


»[PC Engine] With better weapons and lovely backdrops, Tate's porting of 
‘Space Invadersto the PC Engine in 1990 was a success. 


LIORLO COMIMAT LOM 


How Space Invaders made its way into the zeitgeist 


LITERATURE 

Im|t may seem odd that Martin Amis’ wrote the guide, 
Invasion Of The Space invaders, in 1982 but he's not the 
only author to reference the game. Terry Pratchett's 
Only You Can Save Mankind saw invader-style 

aliens surrendering and seeking help. Characters in 
Discworld play Barbarian Invaders 


ONLYYOU CAN 
SAVE MANKIND 


ART 


mThe urban artist Invader has decorated cities 
across the world with Space /nvaders ceramic tile 


mosaics, some of which were stolen in Parisin 2017. 
The game has also featured in many exhibitions and 
gallery spaces, with one single alien invader sprite 
becoming a design icon, 


ARCHITECTURE 

Many home interior design companies are called 
“Space Invaders’. But does the game's influence 
spread to blueprints? Yes, if NL Architects’ proposed 
Space Invaders alternative tower block is anything to 
go by. It was earmarked for South Korea. 
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Key games that define the series 


SPACE 
Prrrrrrr ern INVADERS 
a aR 1978, ARCADE 
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The original was entirely black and white and 
was released in Japan by Taito as asit-down 
cocktail table. An upright cabinet was. 
introduced in the west by Midway, reflecting 
the graphics on to a painted backdrop. Gamers 
‘soon became acquainted with the need to blast 
away five rows of 11 aliens. 


SPACE 

INVACERS 

1980, ATARI 2600 

W Atari bagged the home licence from Taito 
and created the 2600's must-have title. It only 
had 36 aliens and three (rather than four) 
defence barriers, but there were a staggering 
112.game variations along withan assortment 
of shots, difficulty levels anda two-player 
mades. it sold very well indeed. 


RETURN OF THE 
INVADERS 

1985, ARCADE 

The true colour sequel launched seven years 
after the original and it unleashed the invaders 
like never before. The blocks of old were 
supplemented by patterned waves of aliens 
that proved increasingly difficult to see off. 
Deflector invaders had to be shot right in the 


Qiesereiearein centre otherwise your fire would bounce back. 


MAJESTIC TWELWE: 
THE SPACE 
THVADERS PART Il 
1990, ARCADE 
Also known as Super Space Invaders 91, 
this version was ported to 8-bit and 16-bit 
‘computers and consoles. As well as 
introducing boss invaders, the C630. cannons 
could take more than one hit, and it was 
possible to play with a friend. 


SPACE 

INVADERS Dx 

1993, ARCADE. 

WA number of games make up this classic: 
there are colour, monochrome and cellophane 
versions of the original. The most fun of all 

is the parody game: this replaced the iconic 
Space Invaders sprites with characters 
from nine of Taito's games including 
Bubble Bobble and Arkanoid. 
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SPACE 
INVAGCERS 95: 
ATTACK. OF THE 
LUMAR LOONTES 
1995, ARCADE. 


peakioh 
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In This is awacky, upbeat, cartoony rendition 
of Space Invaders which allowed you to play as 
various characters. It has many Earth-based 
settings and gives you five bosses to battle 
making it familar and unique at the same time. 


SPACE 

INVADERS 

1999, PLAYSTATION 

This was one of a glut of Space Invaders 
Variants at the turn of the millennium but it 
puts afresh spin on the design. Modelled in 3D 
and witha blistering soundtrack, players have 
to hit four aliens of the same colour in arow to 
receive different power-ups. There are nods to 
1978 in the intro, too. 


SPACE 

INWUAGERS 
EXTREME 

2008, NINTENDO DS/PSP 

'@ Produced to coincide with Space Invaders’ 
30th anniversary, Space Invaders Extreme 
‘stands as one of the finest remakes in the 
series’ history. Four-hit combos would earn 
power-ups andit was possible to control when 
the UFO appeared, A sequel arrivedin 2009. 


SPACE 
IHVADERS 
INFINITY GENE 
2009, iOS/ANDROID 

As another reimagining, Infinity Gene 
brought Space Invaders up to date with 
charming simplicity, making the most of the 
touchscreens of mobile devices. It also added 
the ability to unlock better weapons and 
rewarded the chain destruction of enemies. 


DWAR = SPACE 

ee INVADERS 
FRENZY 
2017, ARCADE 
You cant miss Raw Thrills’ Space Invaders 
Frenzy. It plays ona nine-foot screen, uses 
lightgun cannons as controllers and allows 
you to identify and blast at individual aliens 
regardless of where they may be. 


# Playersccan enjoy % Space Invaders looks 
very different on the 


PlayStation 


a Virtual Boy Space 
Invaders experience 


% Space Invaders 
Anniversary celebrates 25 
years of the series, 


‘Space Invaders 
Revolution is launched on 
the Nintendo DS 
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#4 The game is chosen 
torepresent Japan by 
the country’s Agency For 
Cultural Affairs 


‘The PSP isblessed 
with the interesting Space 
Invaders Evolution 
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Graeme Devine 


b>  “ASheffield mother is quoted as saying that a 

|| and Hyde change came over her 14-year-old son 
when he became hooked on Space Invaders," he told 
MPs. 
for ten days, visiting arcades to play the machines. 
Also in London, a 17-year-old boy was so desperate for 


money to feed the machines that he turned to blackmail 


and theft, demanding £900 from a clergyman with 
whom he had previously had sexual relations.” 


or those who were playing Space 

Invaders however, there was nothing 

better on Earth. It proved inspiring and 

it created a social scene for young people 
to hook into. “The game was being enjoyed by all 
ages due to its simple gameplay,” explains Nishikado. 
“Having said that, the game is not that easy to win. 
The enemy aliens shoot at the player, which makes the 
players feel frustrated and nervous. On the other hand, 
the game gives exhilaration when the player defeats all 
the enemy aliens and clears a level. A blend of these 
feelings urged the players to insert another coin for 
next challenge. | suppose this is the reason for the 
success of Space Invaders”" 


London, a 13-year-old vanished from his home 


» [Arcade] If the characters here look familiar it's because they've come 
from various Taito games. How many can you ramme? 


» [PlayStation] Sony's PlayStation received a number of upgraded arcede clas 


Scores of players and wannabe developers agreed 
and there was no getting around the fact that Space 
Invaders was hugely innovative. “It was one of the first 
times | had seen ‘advanced graphics’, and the novelty of 
controlling something on a screen was stil really new,” 
says Scottish game designer and programmer Graeme 
Devine, who went on to create The 7th Guest and The 
11th Hour. "Space Invaders wes also a watchable game: 
you'd understand the rules after watching a friend play a 
few games and you'd want to have a 

Some of videogaming's key figures over the years 
were influenced by the game, not only in Japan but 
in the US, UK, the rest of Europe and beyond. John 
Romero cites it as a key influence, as does Eugene. 

“It was the first fully formed videogame with real 
enemies, incredible audio, ever-increasing difficulty and 
tension with infinite play time as long as you can stay 
alive," he tells us. “It also created the first videogame 
addicts and launched the worldwide videogame 
revolution. By allowing expert players to set record 
scores limited only by skill, endurance and bladder 
capacity, Space Invaders also became the first esport." 

Dona Bailey, who was working as an assembly 
language programmer for microprocessors in Cadillac 
engines at a GM-Delco plant in Santa Barbara, California, 
clearly recalls her first encounter with videogames and 


‘and Space Indl 1 exception. 
the impact it had not just 

on her but other media. “It 

was April 1980 and my best 

friend was very interested in 

new music,” she says. “He ae crested Tha 
played the first Pretenders’ restand The 11th Hout 
album constantly and it had 

an instrumental song called Space Invader on it. | didn't 
typically like instrumentals but | heard that one so much, 
| started really king it.” 

One night she asked a friend what the song was 
about and what the title meant. “He got wildly excited 
and explained it was about this great arcade game called 
Space Invaders," she says. “He said there was a game 
ina bar close to where we worked, and | should go 
there with him at lunch some day to check it out. We 
went, he put in quarters, | got killed before | could figure 
out what | was supposed to do but | recognised how 
much the game display looked like the climate control 
display | programmed on the car back at work, and 
that's how | fell in love with videogames." 

Dona ended up moving to Sunnyvale in May 
1980 without a job or much of anything else, but 
she was soon hired at Atari where she devised 
and worked on the popular track ball arcade game 
Centipede. Space Invaders had taught her much > 
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Space Invaders is 
included in the Game On 
exhibition at the Barbican #h Space Invaders Get 


Centre, London Even appears on WiiWare 


» [PS2] Known as Space Raiders in Japan, this was rebranded here as 
‘Space Invaders: Invasion Day I's not particularly memorable, ether 


> about gameplay and she thrived. The same was true 
of other developers. 

“Skill, risk and strategy,” affirms David Perry of the 
lessons taught. “The feeling that each time you piay, 
you feel you're getting better; the rewards for taking 
risks. Space Invaders really was ahead of its time.” 


avid draws attention to the fact that 

players could not hide the whole game. 

They had to keep popping out into danger 

or risk being exposed when the barriers 
were destroyed or killed if the aliens got too close. “The 
fact that you could attack in any order and use bases for 
cover allowed for strategy and the two most clever parts 
were that things sped up, forcing you to rethink your 
strategy of how to handle the last invaders,” he says. 
“And that was before you saw the glorious strategy 
disrupter — the spaceship.” 


» [PlayStation] The introto Space Invaders 
nthe PlayStation made multiple knowing 
references to the original geme, 
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» David Perry cofounded 
Shiny Entertainment. 


# An art game Invaders! if 


is included at the GH ART 
xhibition at the Games 
ention, Leipzig 


Taito releases an 
album called Space 
Invaders 2008 


» Wil] Made available as WiWare, Space Invaders Get Even allowed 
players to controlthe aliens 


The coin-ops themselves were another disrupter. 
The emergence of the arcades proved crucial in getting 
people interested in videogames and it could be argued 
that gaming and Space Invaders may not have become 
so big had they not been introduced in such a way. 

“The immense success of the Space Invaders arcade 
cabinet saw competitive gaming enter new and often 
unexpected locations for its time, such as shops and 
restaurants,” argues Marie Foulston, curator of the 
V&A's Videogames: Design/Play/Disrupt Exhibition. 
Jason Fitzpatrick, curator and chief executive officer of 
the Centre For Computing History in Cambridge, agrees, 
“They didn’t have a strong barrier to entry - players 
could put 10p in a machine and play without having to 
invest in expensive home computers or consoles. The 
arcades had a feel about them and an atmosphere that 
people enjoyed. Games were instantly social.” 

Even so, Space Invaders did land in people's homes. 
In 1980, Atari had grabbed an exclusive licence for the 
game, making it the first arcade game to be ported on 
to.a console. It appeared on the VCS, later known as the 
2600, and became a hit, helping to quadruple sales of 
the machine three years after it was launched. 

“Probably the biggest masterstroke was cementing 
Space Invaders into people's homes by porting it to the 
2600," lain says. “By bringing a half-decent version of 
an arcade experience onto the first truly popular home 
videogame console, it embedded itself into living rooms 
as well as arcades.” 

For Atari cofounder Nolan Bushnell, 
it was another feather in his cap. 
Already successful in the arcades 
himself thanks to Pong, he had 
pulled off a coup, even though he 
was initially sceptical of it. "Space 
Invaders gave me further humility on 
how to judge a good game,” Nolan 
tells us. “When | first played it | didn't 
think much of it but clearly | was 
massively wrong. It made me realise 


‘Space Invaders Infinity 


Gene launches on PS3 
and Xbox 360 


4% Space Invaders 
launches on iOS 
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Nolan Bushnell 


that you have to be careful of quick judgments about a 
game - you need to play it enough to make an accurate 
judgment. It became one of my favourite games.” 

Suddenly a Japanese-made game was propelling 
an American-created console to great heights and 
Space Invaders began to enjoy a second wind. “It was 
probably the first videogame that had both dynamic and 
narrative development,” Nolan continues. “It had the 
Correct balance between risk and reward.” 

Just as with the arcade coin-op, the home console 
version proved encouraging. “It inspired a new 
generation of people to get into games development 
and coding,” Mark says. “The music and sound effects 
in Space Invaders were influential on the future of 
games development, showing what a background 
score which reacts to development within the game 
can do for the experience. People recognise that these 
developments had a huge impact and Space Invaders is 
held in high regard as a creative tuning point.” 

It had a big effect on people such as Jenna Seiden 
who was eight years old when Space Invaders launched 
on the Atari 2600. She eventually became the former 
vice-president of content development and strategic 
partnerships at Microsoft Studios, and then the head of 
content acquisttion at the gaming distribution platform 
Ultra. “Space Invaders hit all the right notes and it 
became iconic the moment it landed on the shelf,” she 
says, “It combined the successful shoot and destroy 
mechanics of previous titles with more intense graphics, 
and it was an inspiration for gamers like me." 


enna says the game became an icon 

because it moved the industry into one 

of the first examples of storytelling 

in videogaming. "| did love the double 
bullets if you held the reset button while you turned the 
2600 on, and | liked getting my phalanx-narrowing on, 
but it was truly the fact that Space Invaders spawned 
the next phase of iconic ttles like Galaga and Asteroids 
that also resonated with the marketplace.” 

Space Invaders also impacted on the Japanese 
development scene. “Space Invaders’ success 
stimulated many companies in Japan to embark 
on game developments,” says Nishikado. “The 
rapid growth of the game industry threw up some 
masterpieces and developed the consumer game 
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ehA new species of £6 Space Invaders ‘The Space invaders @ 
arachnid is named "Taito appears in the Adam Frenzy coin-op dwarts t) 
spaceinvaders! Sandler movie Pixels gamersin the arcades 
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field from which the Famicom, 
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Famicom became a global hit, it 
was clear Japanese videogames How Taito and Square Enix celebrated four decades of Space Invaders @ 
were taking the world by storm.” 
As for Space Invaders, its legacy To celebrate the 40th anniversary of Space 
was set in stone. Invaders in 2018, Taito's parent company Square 
The game grossed $2 billion in Enix planned and developed four attractions. 
less than four years and, as Mark f They brought the game to life like never before, 
argues, “it demonstrated that the — starting with the amazing Play! Space Invaders : =" 
emerging entertainment industry uci e-cihelrctiod Exhibit in January which took place at in the a | 
was big enough to rival film and Roppongi district of Tokyo, Japan. L.: Let J tm 
music”. Big companies were keen The highlight was Space Invaders Gigamax, / 
to associate themselves with an impressively huge, wide installation that | 
the game. But unlike those who projected the game onto the windows of a 
worked in rival industries, Nishikado building and allowed up to ten players to enjoy 
did not achieve personal fame for a the classic title against the backdrop of Tokyo. It 
few years, with Taito’s policy being : proved to be a sight to behold, with the invaders Spach [never bag Woletad agers’ a keduiop ct 
to hide the creators. making their way towards the city’s streets as the night sky is an no-brainer, really. 
“| don’t think that | felt frustrated gamers sought to blast them away. 
at the time, but | had some small Another exhibit created by Square Enix was the weapons falling off the playing field, It was 
sad and envious feelings when | Arkinvaders which projected the game onto the energetic and fun and an artistic spin on age-old 
encountered the individual names {a cofounder floor and introduced elements of Arkanoid. Here, gameplay that feels fresh. 
of videogame creators of other players attempted to destroy the aliens by kicking More sweat-inducing was Noborinvaders 
manufacturers later on in magazines,” Nishikado says. digital circles at them while trying to prevent which was projected against a climbing wall. As 
“| feel happy that nowadays disclosing their individual the players climbed, invaders appeared on the 
names is quite natural and common sense.” various boulders, meaning players had to position 
French street artist Invader has peppered cities across themselves close and reach out to touch them, 
the world with depictions of the Space Invaders aliens thereby removing the aliens from the playing 
that he creates out of square ceramic tiles. People also area and racking up the points. 
often use pseudonyms to take part in Space Invaders Finally, there was Bahamut Disco, a 
competitions (although Frank Tetro was more than mind-bending experience which projected the 
happy to be named when, aged 14, he hit the headlines game onto a 360-degree screen. Four players 
for achieving an incredible 110,125 points in the National picked a colour of alien and used Vive VR 
Space Invaders Superbowl of 1980). controllers to swat them away as they appeared, 
Crucially, the name Space Invaders has become all soundtracked to a disco beat. Since it didn’t 
ubiquitous and it remains on the tip of people’s tongues. 
“The visual design of space invaders is a universal iconic 
shorthand for ‘videogames’,” says lain. “Even if only by 


need a virtual reality device, Square Enix said it 
offered a new way of playing with VR hardware. 


» The simple design of Space Invaders invites many 
innovetive ideas on howto pla the game 


that measure, it's hugely relevant.” * » The art and iconography 
: J ofthe arcade classic ends 
itself perfectly to a unique 
artoxtibit 
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»[Xbox 360] Launched for Xbox Live Arcade, Space Invaders Extreme saw 
‘revamped graphics as well as new visualisers created by Jeff Minter. 
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GAMES OF THE DECADE 


1980 


As one of the first ever gaming 
mascots, Pac-Man achieved fame 
and inspired music, cartoons and 
all manner of merchandise. But 
Namco's game design deserves 
praise, too the act of munching 
‘a power pellet and turning the 
tables on your aggressors felt 
magnificent back then, and still 
feels fantastic today. 


A DECADE OF EXPANDING HORIZONS AND ARTISTIC AMBITION. 


Over the course of the Eighties, games began to 
flourish as a rounded creative medium. As hardware 
capabilities increased, the depth and storytelling 
possibilities of text-based games became available to graphical 
games. Meanwhile, companies created more compelling 
characters, birthing a generation of popular mascots like * 
Bomberman, Dizzy and Mega Man. Where game presentation 
at the beginning of the decade was often functional, often 
showing just enough to ensure the game functioned, by the 
end of the decade we were treated to rich, detailed 2D scenes 
with animated backgrounds, and musical accompaniments 
that would linger in the memory for decades. 


Nintendo's arcade hit pioneered 
the platform game as we know 
it, and also introduced a couple 
of characters you may have 
heard of: Donkey Kong and 
Mario. The fierce challenge of 
the game is famous, and despite 
its age, the battle for high scores 
ensures that it maintains a fierce 
competitive scene. 


David Crane's platform game 
was a smash hit, and deserved 
the success it received for 
making fantastic use of the Atari 
2600 hardware. But it was also 
vindication for Activision, which 
was formed by ex-Atari coders 
who felt that they deserved 
recognition for their skill and 
creativity as game developers. 


This LaserDisc arcade game was 
stunning, combining amazing 

Don Bluth animation with player 
interaction. Players were bowled 
over by the game's visuals and 
more LaserDisc games followed, 
butthe trend waned as the Eighties 
progressed. You can feel echoes 
ofits game design in moder quick 
time events sequences. 


When David Braben and lan 

Bell putthis space trading game 
together, they gave many players 
their first taste of freedom in 
videogames — Elite enabled you 
‘to choose where you went in the 
galaxy, who you attacked and 
how you made your money. Many 
youngsters did just that, for hours 
and hours ata time. 


THE EIGHTIES 


AS TOLD BY TRIP HAWKINS 


THE ELECTRONIC ARTS FOUNDER OPENS UP ON A PIVOTAL 
DECADE FOR GAMING AS AN ART FORM AND A BUSINESS 
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For Trip, the Eighties was defined by a 

drive towards videogames as an art form. 

But the high cost of arcade games kept 
them out of the home, and the low cost of consoles 
limited their power - in both cases, limiting the depth 
that could be offered. “Even then, an 8-bit home 
computer like the Apple Il was way more powerful 
and could offer legitimate artistic expression and 
detailed simulations,” he explains. “I was at Apple 
when the Eighties began and we were making even 
more amazing ‘art’ with our 16-bit system prototypes. 
This is when | realised software would become an art 
form and go well beyond being just a way to kill time. 
| knew the industry would follow in the footsteps of 
Hollywood and | set out to create a ‘New Hollywood’.” 
With so many systems in competition, Trip built his 
new Hollywood on the foundation of two key CPUs. 
“The 6502 was in everything from the Apple Il to the 
C64 to the NES, doing huge volumes. The 68000 was 
in the Mac, Amiga, Atari ST, Sega Mega Drive and 
many coin-op machines,” he explains. “The PC clones 
were an important market but for EA, the 6502 carried 
the revenue while the 68000 bridged the technology 
to the next leap, which was the Sega Mega Drive.” 

In those early days, there was still plenty of 

trendsetting to be done. “Electronic Arts’ biggest risk 


SABER 


was in pioneering its own distribution network - no 
software publisher had ever done that and it almost 
killed us,” explains Trip. This had a knock-on creative 
effect, though. “It got me to think more outside the 
box because we needed more games to cover the 
overhead. We got into more game genrés, began the 
affiliated label program, acquired other brands and 
began to build internal studios. Tim Mott ingeniously 
noticed that our development tool, Deluxe Paint, 
could be a great consumer paintbox product, and 
that led to a big line-up of creativity tools and helped 
pioneer that new category.” 

Of course, there was plenty of other 
groundbreaking software coming from all sources. 
“Pinball Construction Set was the first big source of 
inspiration because it had one of the first ‘what you 
see is what you get’ interfaces, stunning interactive 
art, it allowed players to be creative and gave birth 
to the concept of user-generated content. | loved 
Archon and MULE because they were the birth of 
social gaming, and are still classics. Flight simulators 
and Sim City proved that games have powerful, 
interactive educational value,” says Trip, though his 
heart lies with EA’s biggest brand. “EA Sports was. 
the most meaningful breakthrough for me personally, 
as it was my true passion.” 


Enix’s JRPG series is one of the 
genre's elder statesmen, and this 
‘sequel improved onits forebears 
with day/pight cycles, the ability 
to choose your party composition 
and greater openness. The game —_ powers and eventually wipe out 
was a cultural phenomenon in its _the followers ofa rival deity. This 
homeland, with players picking up _ innovative template was the first 
aver a million copies on the first real example ofthe god game’ 
day of release. genre we know today. 


FTL Games’ pioneering RPG 
combined atmospheric 3D 


‘Sega's masterful driving game was 
one of the finest of the simulator- 
style arcade cabinets thatemerged dungeons with real-time elements 


Nintendo's platform adventure was 
an incredible first game for any 
NES owner. The level design was 
challenging but fair, the graphics 
and music conveyed an exellent 
sense of place, and it was filled 
with secrets. But what was best 
was how Mario controlled —with a 
little weight and surprising agility, 
butalways precisely. 


Bullfrog’s spin on strategy 
gaming saw you trying to create 
hospitable conditions for your 
followers, so that they might 
grow in number, fuel your divine 


rather than traditional turn-based 
battles, making for one of the most 
engrossing experiences of the 
16-bit era. A wave of clones 
followed, including Bloodwych, s 
Chaos Strikes Back, Black Crypt 
and Eye Of The Beholder. 

. 


during the mid-Eighties. But even 
inastandard cabinet, the scaling 
sprites were amazing and the 
music was so good that rather 
than being simple background 
accompaniment, it was a featured 
aspect of the game. 


. é, 
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The Eighties was a time of enormous diversity 

in videogames, as distinct regional markets and 
market turbulence allowed a multitude of companies 
to experience local success, with few truly global 
trends to be found. Consoles were dismissed as @ 
passing fad in North America following a market 
crash, but the ruin of domestic companies allowed 
Japanese competitors to fill the void. In Europe, 
microcomputers rose to prominence instead, giving 
rise to a generation of creators, As the decade came 
to a close, console manufacturers began to introduce 
handheld devices, doing for videogames what the 
Walkman had done for music. 
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Sega, 1985 


Sinclair Research, 1982 


Sega, 1988 


Although Seg's 8-bit console was 
named Mark Ill in Japan, reflecting its 
position as an evolution of the SG-1000 
ling, it was really a generational leap. 
Though some players in Japan and North 
America remember it fondly, primarily 
for conversions of arcade games like 
Out Run and Shinobi, it struggled due 
to difficulty in attracting third-party 
developers. However, strong regional 
support made the Master System 

a favourite of European and South 
American players, where its lifespan 
continued into the Sonic era. 


IBM, 1981 

IBM's hardware specification for the 
original PC was open - so open, in 

fact, that it was incredibly easy for rival 
manufacturers to create clone systems, 
which used Microsoft's MS-DOS 
operating system to run compatible 
software. The only proprietary 
component of the PC was its BIOS, 
which was soon reverse engineered. 
However, IBM's loss wes gaming's gain, 
as rapidly improving graphics capebilties 
allowed the format to catch up to 

and overtake other home computers, 
eventually gaining dominance in the 
Nineties. The emergence of an open 
platform for both hardware and software 
vendors birthed today’s PC market, 

and the PC has essentially become an 
‘eternal’ platform — though hardware and 
operating systems change, the lineage 
can easily be traced back to IBM's 
original machine. 


Sir Clive Sinclair's earlier home 
computers had achieved success 

due to their low price, and the 
introduction of colour graphics really 
put the ZX Spectrum over the top. The 
system became popular in the UK and 
elsewhere in Europe, where children 
convinced their parents that a computer 
would help with school work, and even 
achieved a rare feat by surviving the 
demise of its parent company. The 
system remained popular until the early 
Nineties, when more powerful systems 
finally supplanted it 


Commodore, 1982 

‘After innovating in the low-cost home 
computer market with the popular 
VIC-20, Commodore developed a 
machine that became the bestselling 
single computer madel of all time. 

Chip manufacturer MOS Technology 
developed the system's VIC-II graphics 
chio and renowned SID sound chip 

with games in mind, and Commodore's 
‘ownership of the company allowed it to 
build the C64 very cheaply, Commodore 
was therefore able to drop prices 

to levels many competitors couldn't 
match. Fuelled by the boom in bedroom 
coding, the games market exploded 
and the system was a popular platform 
for players until the early Nineties. The 
computer was discontinued in 1994, just 
prior to Commodore's bankruptcy. Sales 
estimates vary, between 12.5 million and 
17 million units sold 
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Sega's 16-bit console had a slow start 
in the market, with limited popularity 

in Japan anda slaw release schedule. 

It gained an early audience in the west 
for its great arcade conversions and 
sports games, but aggressive marketing 
and Sonic The Hedgehog really helped 
the Mega Drive to break through. 
However, the Mega-CD and 32x 
hardware upgrades were expensive and 
under-supported, damaging consumer 
trust. Over 30 million Mega Drives 
were sold, of which over 85% were 
bought outside Japan. 


Commodore, 1987 

Although Commodore's 16-bit Amiga 
platform was introduced in 1985, this 
revision was the first model targeted 
at home users. It still wasn’t as cheap 
@s its rival, the Atari ST, but it had 

top class multimedia capabilities that 
made it better for games. As the price 
came down and strong bundles like 
the Batman Pack hit the market, the 
‘Amiga 500 gained ground and became 
Commodore's best-seling model of 
the computer. The system's primary 
popularity was in European markets. 


Amstrad, 1984 

The design philosophy behind the 
debut computer from Alan Sugar’s 
company was simple: get everything 
into one unit, make it simple to set 
up and make it affordable. It achieved 
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those goals, and the hardwere was 
capable of wonderfully colourful, chunky 
However, it never overcame 
the head start that the Commodore 64 
and Spectrum had in the marketplace, 
and frequently received underwhelming 
Spectrum ports as both systems used 
a Z80 CPU, Over 2 million computers 
were sold in Europe. 


Nintendo, 1983 

The first major home console from 
Nintendo was introduced to Japan as 
the Famicom and sold well there, and 
basically revived consoles in the North 
American market. Though the system 
was technically rather limited, cartridges 
often expanded its capabilities, 
allowing the system to remain viable 
well into the Nineties. Popular series 
like Zelda end Metroid began here, 

not to mention the Super Mario Bros 
franchise. 61.9 million consoles were 
sold, over 85 per cent of which were 
bought in Japan and North America. 


Atari Corp, 1989 

The Lynx was an astonishingly 
capable piece of hardware designed 
by ex-Amiga engineers at Epyx - the 
first ever full-colour handheld console, 


capable of advanced graphical 
techniques like sprite scaling. The 
system's innovative ability to run with 
the d-pad on either side was also 
welcome. Unfortunately, the system 
was large and ran through batteries at 
an astonishing rate, and Atari struggled 
to attract external developers, leading to 
frequent berren release schedules. Just 
3 million units were sold 


Nintendo, 1989 

With its monochromatic graphics, 
Nintendo's handheld didn’t have the 
benefit of dazzling presentation. What 

it did have was the right technology 

for the job - it was cheaper than the 
colour rivals it would compete with, 

and offered considerably better battery 
life. The system hosted numerous early 
classics, including the compelling pack-in 
Tetris and Super Mario Land. The Game 
Boy would later host the likes of Kirby's 
Dream Land end The Legend Of Zelda. 
Link's Awakening, but its portable nature 
was best exploited by Pokéman, a truly 
social role-playing game that swept 
playgrounds across the world in the late 
Nineties. 64.4 million systems were sold 
before the introduction of the Game 
Boy Color, soldifying handheld gaming 
as a viable market 
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international Business 


OTHER SYSTEMS 
FROM THE EIGHTIES 


BBC Micro * Acorn, 1981 


Though many used it in schools, 
the high price of Acomn’s | 
computer made it a less popular | 
choice for home users, | 
| 
| 
| 


ColecoVision * Coleco, 1982 | 


Goleco¥ision © Coleco, 1982 _ | 
This system promised a | 
generational leap over the likes of | 
the Atari 2600, but was cut down 

in its prime by the market crash. 


Vectrex ¢ GCE, 1982 


A builtin vector monitor allowed 
this console to deliver authentic 
arcade experiences, but the 
videogame crash killed it, It’s stil 
popular with collectors, though. 


Atari ST» Atari Corp, 1985 
The first truly aifordable 16-bit 
computer was popular in Europe, 
but lost steam as the rival Amiga’s 
price dropped. 


EC, 1987 
Boasting strong graphical 
performance and a tiny form 
factor, NEC's console was popular 
in Japan and spawned the UK's 
import market 
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Eighties bedroom 
coder David Jones: 
(right) donating his 
development system 
to the Centre For 
Computing History. 
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Home coding began in the early Seventies and continues to 
this day, but the indie developers of the Eighties were special. 


Discover how a generation of 


young computer enthusiasts 


rebuilt the games industry from their bedrooms 
WORDS BY RORY MILNE 


\ ¥ 1983, the golden age of 

| US arcade gaming was 
waning, and the videogame 
crash had decimated America’s 
slice of the industry. The meagre 
output of UK and European coin-op 
and console developers did little 

to negate this implosion, and the 
Japanese games industry was largely 
focused on its home market. But 

as seasoned developer David Perry 
explains, an unlikely solution to this 
seemingly hopeless situation lay in 
the hands of youthful home computer 
owners. “I grew up in the middle of 
nowhere, and it was freezing cold 
outside!” David says of his northern 
Irish childhood. “So | got a ZX81, and 
| had a little black-and-white TV in my 
bedroom. | was making these little 
games, and | sent one to Interface 


{2X Spectrum] The hero of Spectrum bedroom coder Sandy White's 


Ant Attack scarpers having rescuad his girlfriend, 
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magazine. As a kid | was just so 
excited to be in a magazine, but | 
didn't understand that | was going to 
be paid. | think my first cheque was 
for £450. That was something that | 
wasn't expecting, and it turned me 
into a bedroom coder.” 

Industry legend John Romero tells 
a similar story, although he grew 
up in the States and favoured a US 
computer to a British one. “When my 
parents finally got an Apple II at home 
| was basically done going outside,” 
John recalls. “The only place | had to 
code was my bedroom. Publishers 
were just people in their houses, they 
didn’t have internal teams, and the 
games they were publishing were 
made by indies from their bedrooms.” 

Like David Perry, John’s first 
published game appeared as a type-in 
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Pac-Man conversion 
munches onto the Atari 
2600 and becomes: 
app forthe console. 
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[Atari 8-bit] Rockford takes a rest under a rock in Peter Liepa’s 
home-coded debut, Boulder Dash. 


computer publisher 
EMAP's Si. 
the newsstands. 
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listing in a magazine. More followed, 
and soon the schoolboy developer 
was coding around the clock to the 
detriment of his studies. “| made 
60 games in the Eighties, plus | had 
to go to high school!” John laughs. 
“Iwas writing code on paper in 
class, and | barely got out of school 
because | didn’t do any school work. 
Bedroom coding was all about self- 
Motivation and learning on your own, 
and the only thing that | could use to 
judge how well | was doing was the 
commercial games | was playing.” 
Budget game specialists Philip 
and Andrew Oliver took a similar 
approach to their educations as John 
Romero when they first started 
making games, and their hours spent 
programming only increased after 
they left school. “When we were 
at school it was juggling coding and 
schoolwork, doing the bare minimum 
of homework and just scraping 
through exams,” Philip remembers. 
“The minute we left school it was 
alarm clocks on at seven o'clock in the 
moming and working through to one 
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or two in the morning. That was every 
day, seven days a week, 365 days a 
year - including Christmas.” 

Rather than creating magazine 
type-ins, like John Romero and 
David Perry, or posting games off to 
publishers, like the Olivers, acclaimed 
developer Steve Crow had his eariy 
efforts released by a family friend's 
commercial software firm. “I started 
writing videogames at school, and | 
had a friend called Justin Whisker,” 
Steve reminisces. “His dad was a 
banker, and he was going to set up 
this company where | would get 
49%. My dad said: ‘Let me run 
this by one of my friends,’ and his 
friend said: “You don’t want to do 
that, because you won't have any 
ownership of it.’ But this friend did 
business software, and he said: ‘Me 
and my partner will fund Steve.” 

While Steve was still at school, 

a slightly older David Jones had 
started work as a trainee surveyor, 
although a subsequent redundancy 
saw him turn his coding hobby into a 
profession. “I'd moved back to living 


[Apple I!) Lode Runner's protagonist blows a hole in a game that 
Doug Smith started developing while at university. 
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budding coders. 
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BUILT ON 
BEDROOM 
CODING 


THE FIRMS THAT MADE BEDROOM 
CODING THEIR BUSINESS 
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1 The trading name of surreal shoot-‘em-up 
specialist Jeff Minter, Llamesoft alternated 
between self-publishing and freelancing 

for publishers during the Eighties, making 
home-baked classics like Gridrunner and the 
Mutant Camel series. Besides a few high-profile 
staff positions in the Nineties, Jeff has been a 
home coder ever since. 


Broderbund 


1S Founded in 1980 by Doug and Gary Carlston, 
Broderbund was set up with a view to selling the 
Apple Il games that Doug was developing in his 
spare time. The company went onto publish some 
of the biggest US home-coded hits of the Eighties, 
including Dan Gorlin’s Choplifter!, Doug Smith's 
Lode Runner and Jordan Mechner's Karateka, 
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1 Hewson had its own in-house development 
team, but the vast majority of its success came 
from working with freelance developers. 
Andrew Braybrook and Steve Turner were 
early signings, and as the Eighties unfolded 
bedroom coders like John Philips, Raffaele 
Ceceo, Steve Crow, Jon Hare and Jeff Minter 
all graced the Hewson label. 


1 Budget game pioneer Mastertronic originally 
sold half-decent titles for low prices, but as time 
wentoon, the quality ofthe firm's output markedly 
increased. The company didn't have its own 
in-house team, and instead published a wealth of 
indie coders, including big names like the Darling 
bothers, David Jones and Shaun Southern. 


‘® Founded by former bedroom coders David and 
Richard Darling, Codemasters rapidly expanded 
thanks to the Eighties’ home coding scene. The 
firm secured talent like the Oliver twins — best 
known for their Dizzyseries and simulator games, 
the latter of which became a Codemasters 
franchise that various indie coders contributed to. 
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with my parents, and | got 
word that someone was 
looking for @ programmer 
to write games for them,” 
David reflects. “That's 
how | met Albert Owen. 
The first game | wrote 
was Bonkers, but Ray 
never managed to get it 
sold properly, so when 
we started working on 
Finders Keepers he got in 
touch with Mastertronic, and it all 
went from there.” 

As was common for Eighties 
bedroom coders, David thought 
nothing of working long hours, 
although he took advantage of his 
proximity to his publisher when the 
pressures of lone working got to him. 
“| would work from when | got up," 
David recalls, “and then when it got 
to evening time I'd start to get tired, 
and because it took ten minutes to 
assemble a game | got into the habit 
of lying down and getting a catnap. 
Then when it had finished | would 
wake myself up and carry on. So in 
terms of hours put in it was quite a 
lot, and quite intense. But it was fun, 
except every now and then I'd get a 
bit fed up working on my own, and 
so I'd go into the Mastertronic office 
where people would encourage me.” 

At around the same time, a 
teenaged Steve Crow was struggling 
to find himself a supportive publisher 
after a deal with his father’s friend to 
release his games came to an end. 

“| was halfway through Wizard's Lair, 
but | couldn't get anyone to publish 
it," he sighs. “| was at the point 
where | was just going to put it on 
the front of Crash magazine. | had 
companies like British Telecom saying: 
‘Oh, we'll give you £2,000 for it,’ but 
| was thinking I'd rather give it away 


[Amstrad CPC] Dizzy finds a coin in the Oliver twins’ 


homemade hit platformer Fantasy World Dizzy. 


[2X Spectrum] A youthful Steve Crow coded all of bis 
games from his bedroom rather than working in-house. 


than accept peanuts. Then, finally, 
Bubble Bus gave me an offer with a 
proper royalty. Bubble Bus was just 
in the next town over from me, and it 
did really well with Wizard's Lair.” 
Unlike Steve Crow and David 
Jones, the mid-Eighties saw David 
Perry leave bedroom coding behind 
in favour of an in-house position with 
a publisher, but two years later he 
went freelance with artist Nick Bruty. 
“We built benches in a bedroom at 
my mother's house, and the two of 
us worked there,” David notes. “Nick 
was a game-changer, because not 
only was he amazing at art, but he 
also had lots of really good ideas. 
We found that every time we did a 
licensed game it would end up helping 
us, So we would pop in and out of 
doing that and then do our own things 
as well, and that was really fun.” 


s the Eighties drew to a 

close, John Romero took 

a staff job too, but he 
spent his spare time bedroom 
coding and setting up id Software. 
“We were working at Softdisk, 
and then when | went home | was 
programming more games, and 
selling those back to Softdisk,” John 


(Apple Il] Jordan Mechner spent years bedroom coding 
games before he got a publishing deal for Karateka. 


beams. “By 1992, we were making 
Wolfenstein, literally in a bedroom, 
because we finally got an epartment 
just for the company.” 

The Olivers’ first experience of 
studio development came in the 
early Nineties, although a yeer of this 
convinced them to give bedroom 
coding a second chance. “We had 
bought a flat in Leamington Spa, and 
we were driving into work everyday 
at Codemasters’ ‘portacabins’,” Philip 
grimaces. “We thought they were 
horrible, so we decided to work at 
the flat. But there was no artist, so 
we invited an old school friend who 
had done an art degree to live there 
and do the art for us. But that started 
to get a bit tight, especially since we 
both ended up getting girlfriends! So 
we went and got an office.” 

It was the mid-Nineties before 
talented coder/artist Steve Crow 
traded bedroom development for a 
studio position, but before then he 
decided to focus on creating game 
art, following the trying development 
of Firelord for Hewson Consultants. 
“Andrew Hewson used to go around 
his contract people, and | remember 
him visiting once or twice at my 
house when | was working out of 

my bedroom,” Steve recollects. 
“| just did graphics for 
Hewson after that, and 
all of the people who 
worked there were 
awesome. Guys like 
Mark Cummings, and 
Dominic Robinson who 
did Zynaps, were just 
super cool.” 
Like Steve, Earthworm 
Jim coder David Perry 
has some great memories 


[C64] Classies like Nebulus end Eliminator were developed 
by John Philips while he wes a bedroom developer. 


1982 
auGust 


Aig month for 
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G&G The dest part was 
that we could make 
anything we wanted, 
You saw that in our 
games; they were just 
an explosion of ideas 99 


of the bedroom coding era of the 
Eighties, although he remembers the 
tech of the time less fondly. “The best 
part was that we could make anything 
we wanted,” David grins. “You saw 
that in our games; they were just an 
explosion of ideas. But the equipment 
back then was pretty flaky. So when 
my television started to act wonky 
| had to hit it to make it work again. 
Each time | would have to hit it a little 
bit harder, and | would end up having 
to hit it with a telephone book just to 
finish a project! “ 

When asked for his thoughts, 
the co-creator of the Dizzy games, 
Philip Oliver, argues that Eighties 


BRILLIANT BEDROOM CODERS 


The Oliver twins hard at work in their bedroom development studio, circa 1988. 


bedroom coding wasn't all good, but 
he concedes that there were highs 
as well as jows. "It was a really fun 
time when you look back on it,” 
he considers, “but when you were 
actually doing the work it was horriole. 
There were a few nice bits. Taking 
cheques down to the local bank once 
a quarter was a high point. They were 
over £10,000 each, because our 
games had started to sell.” 

Former Mastertronic ster 
programmer David Jones offers 
an equally bittersweet assessment 
of the golden years of bedroom 
coding, tinged with regret that he 
wasn't able to put off taking a stucio 


INDUSTRY VETERANS THAT HAD HUMBLE BEGINNINGS 


ING 


job. “Bedroom coding was about 
individuals who put the effort into the 
technical side having the opportunity 
to express themselves in a new 
medium,” David observes. “I miss 
the bedroom coding era, and | would 
have been a bedroom coder for a lot 
longer if things hadn't changed all 
around me.” 

Given the final word, John 
Romero is unequivocally 
positive about the Eighties 
bedroom coding movement 
that reinvigorated the games 


&& The only place | had to 


Code was my bedroom. 
Publishers were just 
people in their houses, 
they didn’t have 
internal teams 9 


7 
0 


loved the Eighties bedroom coding 
era," John enthuses. “There was no 
internet, end you were as focused as 
a human could be. But what | really 
liked, and I'm still doing this today, 
was being able to experiment with 
stuff and take chances at home that 
you would never do at a company." * 


industry, which perhaps explains 
his on-going commitment 
to bedroom development. “! 


[C64] Bedroom coders the Rowlands brothers supported 


the C64 long after the system's commercial prime, 


VID BRABE 


After self-publishing coin-op 
clones in the early Eighties, David 
and his brother Richard began 
freelancing for Mastertronic, and 
by 1985 they owned half of the 
company. The brothers next went 
independent with Codemasters, 
and built it up by publishing 
games created by bedroom 
coders. David is now CEO of the 
app developer Kwalee, 


Best-known for developing 
Apple Il hits Karateka and Prince 
Of Persia as a young bedroom 
coder, Jordan Mechner went on 
to design various follow-ups to 
his rotoscoped platformer, as well 
‘as working with Ubisoit to help 
reboot the series in 2003. The 
developer is currently contributing 
to a book about the making of the 
‘original Prince Of Persia, 


Archer Maclean wasn't prolific 
during the Eighties, but the 
quality of the then-youthful 
coder’s games more than made 
up for this. His debut Dropzone 
was a fresh take on the coin-op 
Defender, and International Karate 
redefined the beat~‘em-up. Archer 
next focused on pool and snooker 
titles, before founding his own 
firm in 1997. 


Although David Braben could have 
fetired from games development 
arich man after co-creating 

Elite with lan Bell while the two 
were students at Cambridge 
University, he instead went on to 
work on the Archimedes leunch 
title Zarch, and then the Elite 
sequel Frontier. David next set up 
Frontier Developments, where he 
is still CEO today, 


After developing a Space Invaders 
tribute and a spitfire simulator 

on a part-time basis, Geoff 
Crammond became a full-time 
home coder and created the BBC 
Micro classics Revs and The 
Sentinel. Geoff then produced 
Stunt Car Racer for the 16-bits, 
and spent the next ten years 
making his popular Grand Prix 
series for PCs. 


1982 
OCTOBER 


Atari's lacklustre 
‘Atari 2600 follow-up, the 
5200, launches and 
the NEC PC-98 makes 

ts detut 


1982 
NOVEMBER 
The Vectrex, gaming's 
coolest vector graphics 
powered console arives, 
but it's lifespan willsadly 

be short-lived 


1982 
NOVEMBER 
Access Software is formed 

by mechanical engineer 

Brute Carver 
and businessman 
Chris Jones. 


1982 
DECEMBER 
America's infamous 
videogame crash starts 
toreariishead, andits 
ramifications will be fel 
for the following years 


1983 


Budget game specials 
Nastertronicand developer 
O software [which 
orginally kr 
as Spectrum 
both fort 
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IN THE BEDROOM 
HITH MATTHEW SMIT 


WE SPOKE (AWD DRANK) WITH JET SET WILLY CREATOR MATTHEW 
SMITH, THE ARCHETYPAL EIGHTIES BEDROOM CODER, IN THE VERY 
HOUSE WHERE HE WROTE HIS MASTERPIECE 


atthew Smith seems conflicted 
about the Eighties. “It was hell 
from start to finish,” he says, 
glancing round the bedroom where 
he spent a fair amount of those 
years. “Even the music was shit. Anyway, isn’t 
nostalgia the death of the soul?” 
Yet even as he decries the decade which he 
is most associated with, thanks to his pair of 
Spectrum classics Manic Miner and Jet Set Willy, 
we are listening to an Echo And The Bunnymen 
Peel Session from 1983 and he's been reminiscing 
fondly about the sweet and sour sauce as we eat 
a Chinese bought from the same takeaway he 
frequented back then. Most intriguingly, when 
we ask him if he was impressed by the Eighties 
period detail in the interactive Black Mirror 
episode Bandersnatch, he replies, “| didn’t notice 
it. | thought everything was still like that.” 
It’s not clear whether he's joking, and it 
won't be the last time over the weekend he 
leaves us in doubt. We have travelled up to the 
family home in Liverpool to drink Guinness, 
talk about Miner Willy and then accompany 
Matthew to Manchester in the morning, where 
he is scheduled to appear at a Play Expo event, 
The plan tonight is to take a tour through Willy's 


“Tf I was flaunting 
it was 
I could program 
the impossible!” 


anuthing, 


MATTHEW SMITH 


1983 


__ JANUARY 
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WORDS BY PAUL DRURY 


mansion and for its author to 
comment on each of its 60 rooms, 
but now we feel awkward for 
asking him to recall a time he 
plainly did not enjoy. “Oh I've 
been sick of this shit since 1986,” 
he says, taking a large swig of 
Guinness, “but go on, press play.” 

Thankfully, as soon as the title 
appears, displaying that Penrose 
Triangle, Matthew grins. “Ah, yeah, 
apparently Roger Penrose showed 
that to Escher and it inspired some 
of his paintings.” 

An impossible shape opening a 


which turned out to be impossible 
to complete. Rather apt, we suggest. 

“It was a nod to the whole process of 
producing the game,” he replies, his eyes flicking 
from screen to glass to ceiling. “If | was flaunting 
anything, it was | could program the impossible!” 

As we revisit each room in Willy's sprawling 
mansion over the next few hours - you can read 
his recollections in a Retro Gamer issue 201 — he 
is at times witty and insightful, at others, vague 
or even dismissive. “Look at that,” he tuts, as 
we arrive at the First Landing, “Three 
quarters black space. When | see some 
of the screens now, | do think... well, 
not, ‘Why didn’t | do more?’ but | have 
bad memories remembering why | 
didn’t do more.” 

He's referring to his experience 
as a director of Software Projects, 


poeely i ung Matthew Smith is the coder of Spectrum 
game set in an impossible building classics Manic Miner and Jet Set Willy 


the company he set up in 1983 
with Alan Maton, an employee 
of Bug-Byte Software who had 
first published Manic Miner, 
and Tommy Barton, a local 
businessman. It’s a tangled tale 
and the legal wrangling around 
who actually owns the rights to 
the Miner Willy games continues 
to this day but what is clear is 
that Matthew had a thoroughly 
miserable time through the five 
years it was in business. 

“Tommy was Grima 
Wormtongue, Alan was 
Saruman,” remembers 
Matthew, in a rather cryptic 
JRR Tolkien reference before moving on to a 
Gilbert and Sullivan analogy. “Alan thought he 
was the Grand Poobah because he'd gone from 
being an employee at Bug-Byte to managing 
millions at Software Projects. | thought | was 
the Grand Poobah because | could produce the 
products. They kept hassling me to get the game 
done but I just couldn’t get the equipment | 
needed from the company. It dragged on for eight 
months... and | wasn't getting paid. | didn’t get 
anything for Jet Set Willy.” 

“But you were a director of the company, not 
an employee,” we say, as tactfully as we can. 
“You should have been drawing a salary.” 

“Nah, | was living on fresh air, a miracle boy,” 
he says before reconsidering. “Nah, nah, | was a 
mushroom boy. | didn’t need fresh air, | was kept 
in the dark and given shit.” > 


CODER AT BUG-BYTE 
AND SOFTWARE PROJECTS 
“Matt was the archetypal 
bedroom coder before Software 
Projects. He was everything you'd 
expect him to be. Clever, though 
relatively quiet about the fact, but 
would enthuse about the latest 
breakthrough he'd made and 
become almost overwhelmingly 
full of himself when things 
worked out. Yet he could quickly 
become introverted when a 

‘sure thing’ blew up in his face!” 


AUTHOR OF 
JSW MOD JOIN THE 
JET-SET! 


“I created my game in 
1985 when | was 16 years 
old using an absolutely 
brilliant editor written by 
Paul Rhodes. | wanted 

to recapture the spirit, 
humour and whimsy of the 
original game. My mod 
was nominated as one 

of the best at Play Expo 
and to meet Matthew and 
to hear him praise it was 
pretty amazing.” 


LAUNCH EDITOR 
OF RETRO GAMER 


“\know Manic Mineris a 
polished piece of work, but, |i (me 
for me, JSWwill always be i aw 

his masterpiece, flaws and \ ‘) 

all. Exploring Willy’s mansion 
was @ revelation and I spent 
the longest time discovering 
its many secrets and bizarre 
inhabitants. The fact I'm still 
carrying a torch for the game 
after all these years suggests 
that | never really left.” 


DIRECTOR OF WILLY: 48K 
ABOUT A LEGEND, 

“USW was the first game | fell in 
love with, My inspiration for the 
film was to make a living map of 
the game and to tell Matthew's 
story. He is a legend. He pushed 
the limits and will never be 
forgotten. Meeting him was like 
meeting a very close friend or an 
old brother. He is a very kind and 
sweet fellow | enjoyed being with 
him very much.” 
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iim There's a knock on the door and od 

poe Tim, an old fiend of Matthew's, 4 Le t the fucke rs 
gs? arrives, so we decamp to the kitchen. take ad Vom tage of 
ita, They've been mates since school, you and they *Lll 


where a young Matthew, clever, shy 


and with a southern accent from his all want a Piece F o 


early years in London, could attract MATTHEW SHITH 
the attention of playground bullies. 
“Listen, he could handle himself,” Tim assures us, points out what a pittance those royalties were 


| 


ie “but | was two years older, so we'd walk home and how hard he had to fight to get them at 
Ee together and he'd be less worried. He’s always all. “They went belly-up soon after | left and! 
i Eien been a really decent fella. A nice nature. And suppose | was partly responsible for that,” he 
ME people took advantage of that.” muses. “Well, | was never at Bug-Byte, they just 
» [2X Spectrum] Where it all begins. Just 83 objects till bedtime. Ris “| got a reputation for being an easy mark,” published my games but the money they made 
i ‘ Matthew adds. “Let the fuckers take advantage from Manic Miner gave them confidence to 
of you and they'll all want a piece. But I'll be expand. When | left, they couldn’t pay the rent. 
dead in the end and that'll stop me moaning. | They still owed me money... and | never got back 
can't afford to have kids so the complaining will the Golden Joystick | won for Manic Miner which 
stop when | do.” they had in their foyer.” 
» [2X Spectrum] The Again, it’s not clear whether he’s joking and Another round of absinthe and Tango and 
: Banyan Tree is not we don’t know how to break the long silence Matthew starts talking positively about what 
impossible to complete that follows - or even if we should. Tim steps Software Projects could have been. “| did trust 
But comes Gray, C1SRe in by reaching into his bag, bringing out two Alan and Soo [Alan's wife at the time]. We didn’t 
bottles and pouring us all a cocktail we were need Tommy. We could have got some cheap 
previously unfamiliar with: Absinthe and offices in Birkenhead, me just writing games, 
Orange Tango. It’s their current drink of choice them doing the admin. The plan was to do three 
and makes a memorable evening especially or four games every year until | was too rich to 
hard to remember. care. But Jet Set Willy took so long and | needed a 
Yet even as Matthew continues to recall the holiday. And | never got one.” 
bad times at Software Projects, at one point “He just needed a break,” agrees Tim. “Some 
admonishing himself for not having the bottle relaxing time.” 
to shoot his tormentors in the kneecaps, he still “Actually, | did take six months off after 
seems conflicted. When we ask if, in hindsight, Jet Set Willy but the company was slipping 
he wishes he had just continued writing games away from me while | was absent,” continues 
freelance for Bug-Byte and collected royalties Matthew. “I spent it spamming out and making 
without the pressure of running a company, he theoretical reconnaissance trips. | was planning 


TRICKY JUMPS 


It wouldn’t be a Matthew 
Smith platformer without 
some challenging leaps and 
many painful deaths. 


. SANE 
ATTENTION Seren ; From snapping toilets to 
TO DETAIL eae r long-nosed monks, his 


The way Matthew creates PES = 0S SE SSS SES games are always populated 
believable objects from just by the weird and wonderful. 


a few well-placed pixels is 
always impressive. 2 ee SECRETS 
: AND LIES 


=, 
—, Matthew's games often 
| I contain secrets or give 
ry rise to myths about 


i imagined features. 


ART oThe Wine Cellar 
IMITATING 
LIFE 


Tlems collected O15 Time 7: 12am 


RRR LK:G 


Look out for nods to 
Matthew's own experiences 
and interests - in this case 
alittle drop of vino. 


1983 1983 1983 1984 1984 
SEPTEMBER ini OORER DECEMBER Thisis3 bus _, JANUARY 


48 | THE HISTORY OF VIDEOGAMES 


to stick a camera on a trolley, take it round the 
roads in the Lake District, take photographs and 
do a racing game.” 

“A photorealistic racer in the mid-Eighties 
would have been groundbreaking. Did anything 
come of it,” we ask? 

“Er, | think | ended up going camping with my 
sister, getting stoned and taking some pictures of 
trees,” Matthew replies, casually. “It was a good 
camera, though. | swapped it for a car.” 

Time for more absinthe and Tango. As we 
reach the end of the playthrough of Jet Set Willy, 
we ask if Matthew is surprised at the enduring 
interest in his Spectrum classic. “It’s more that I'm 
disappointed,” he replies, looking ruefully into his 
glass. “The only reason they care is that it was the 
last one. They wouldn't be bothered if it was the 
second in a series of 20.” 

“But they care about you Matthew,” we slur, 
the absinthe having stimulated our soppy gland. 
“Tomorrow, everyone will want to shake your 
hand, buy you a drink and say thanks for the 
games you gave us.” 

“People confuse rich with famous,” he snaps 
back. “I did get a sizeable cheque [£35,000] from 
Bug-Byte for Manic Miner but that was a one-off. 
| spent about half of it on TRS-80s and associated 
rubbish and £500 on a Triumph [motorbike]. | was 
paying other people's bills. Family. Mates. What I 
spent on drink and drugs was only a tiny fraction. 
It's not as if | had a ‘Class A’ habit. Though | did 
fancy my sister's best mate and she was good to 
know if you wanted to try some real cocaine on a 
special occasion. Oh, mother's seething again...” 

Yes, Matthew’s mum has wandered into the 
kitchen and caught the last few sentences. “I'm on 
steroids for my chest,” she says, eyeing us all up. 
“Apparently one of the side effects is they make 
you murder people.” 

Another large absinthe and Tango appears in 
front of us and the rest of the evening is a blur. 


atthew Smith seems conflicted 

about his fans. The following 

morning we are on the train to 

Manchester and point out that 

many people will be attending the 
Play Expo show solely to meet him, some having 
travelled thousands of miles for the pleasure. 
“Yeah, but they're the ones that'll stab you to 
preserve your legacy,” he says with a malevolent 
grin. “Anyway, they'll all be middle age balding 
men with a paunch." 

We catch our reflection in the train window. 
He has a point. Yet when we arrive at the show, 
Matthew is all smiles, posing for endless photos, 
gracious with his time and happy to chat to the 
many hundreds of devotees who seek him out. 
He's even wrong about his fanbase - at one point, 
an over enthusiastic woman wearing an ‘I love 
Willy’ top straddles, strokes and snogs Matthew, 
much to his bemusement. He can even get away 
with casually remarking that games were better 
on the C64 than the Spectrum during the O&A. 


1984 


FEBRUARY 


[2X Spectrum] How do you 
solve a problem like Maria? 


tems collected 


RRLRER 


session, a heresy that would usually lead to being 
stoned to death with ZX Microdrives. 

Ultimately, we think Matthew is also conflicted 
about Jet Set Willy. On stage, he repeats the 
painful story of its creation, his frustration at it not 
leading to more games nor getting paid for his 
efforts. “My therapist has advised me not to talk 
about that time,” he says, deadpan, and though 
we're positive he is joking, it’s not surprising that 
most of the audience are left in doubt. 

Yet during the screening of Paolo 
Santagostino’s wonderful film, Willy: 48K About 
A Legend, which uses in-game footage of Jet 
Set Willy to tell Matthew’s tale, he is transfixed, 
commenting that seeing the whole mansion 
pieced together was just how he always imagined 
it in his head. When he quotes Sir Clive Sinclair's 
exasperated line in the TV programme Micro Men 
that all he'll be remembered for is “the man who 
brought you Jet Set fucking Willy”, we're sure 
Matthew knows in his heart that he did create 
something truly special, something that touched 
$0 many people's lives and continues to inspire 
and entrance. Not a bad legacy for ‘just an old 
Spectrum game’. 

And it turns out that his Spectrum games 
still have some monetary value, too. Over the 
weekend, Matthew signs a deal with retro 
gaming streaming service Antstream, and 
bounds over to us, his wallet bulging. He 
explains, though, that due to the ongoing legal 
battle over the rights to Jet Set Willy, the deal 
only involves Manic Miner. “That was always my 
favourite of the two,” he says, emphatically. “Jet 
Set Willy can fuck off and die.” 

Maybe he isn’t conflicted after all. 


O82 Time ws 


Thanks to Matthew for his hospitality and 
to Daniel Gromann at jswcentral,org and 
Martyn Carroll for all their help. 


Room 


Entrance to Hades 


tems collected @61 Time 7:42am 


[2X Spectrum] We can't imagine what was going 
through Matthew's head when he made this screen... 


» [2X Spectrum] Willy's night 
ends with his head down the 
loo. This never happened to 
Matthew. Never. 
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‘Nintendo GAME BOY. 


sts aac Ht 22 


1984 1984 1984 1984 
auGusT SEPTEMBER SEPTEMBER NOVEMBER 


” ~ 


1984 
DECEMBER 
Irem's Kung-Fu Master 
births the scrolling fighter 
genre anddoubles as a 
ticence for Jackie Chan's 

Spartan X 


form ths year Sadly only 
Rare will weather the 
later decades and stay in 
business today 


final 8-bit, 
e Commodare 128, 
launches, Itis designed 
byBil Heard, who also 
designed the Plus/4 


THE RISE OF: NINTENDO 


| __ FUTURE 
FOUNGATIONS | 
it for decades to come | 


Gaming's greatest ape mighthave 
been overshadowed by his adversary 
Mario, but he’s had a great run of 

his own. While his early arcade 
career ended pretty quickly, he was 
revitalised in the mid-Nineties end 
has starred in classics including 
Donkey Kong Country and the 
bongo-driven GameCube platformer 
Donkey Kong: Jungle Beat. 


9 

successin arcades, andthe last 
major Nintendo series to originate 
there. But the series became even 
more of a phenomenon onthe NES 
thanks to the backing of legendary 
heavyweight champion Mike Tyson, 
and received excellent sequels on 
the SNES and Wii in later years, 


1985 

The impact of the original Super 
‘Mario Bros trilogy is well-known, 
but what might surprise you is how 
well the 2D platform series has done 
when revived as New Super Mario 
Eros. The DS original and New Super 
Mario Bros Wii sold aver 30 million 
copies —that's each, not combined. 


to-back outings in 1986 
and 1987, Link and the princess of 
Hyrule would disappear for alittle 
While until resurfacing on the Super 
Nintendo, They never stay away 
for long, though. The only Nintendo 
console not to have been blessed 
with a Zelda game is the parennially 
unlucky Virtual Boy. 


1986 
Samus Aran isn’t quite a permanent 
fixture in the Nintendo universe, as 
evidenced by her skipping out on 

the N64 and Wij U. Butwhen she 
shows up, you'd betterteke notice 
= Super Metroid, Metroid Prime and. | 
Metroid Fusion are considered to 

be amongst the greatest games on 
their host platforms, 


1985 
‘APRIL 
Zzeplédis offically 
launched by Newsfield 
Publicatons as asister 


imag to popular Speccy 
mag, Crash 


Konami 
in Japar 


1985 
MaY 


years after everycne will 


In WHICH RETRO GAMER STANDS ATOP THE CORPSES OF VIDEOGAME 
MAGAZINES PAST, BRANDISHING A LONGSWORD WHILE BELLOWING 


“THERE CAN BE ONLY One! 


peaking to magazine veterans for 
this feature, one theme comes up 
again and again - that back in the 
Eighties and early Nineties, there 
was a special kind of magic that was 
bottled by games magazines, the likes of 
which we'll never see again. “They have 
a certain tone and style to them that's very 
much of the period,” says Julian Jaz’ Rignall, 
ex-editor of Zzap!64 and Mean Machines. 
“| mean, you know, Mean Machines, | don’t 
think we could get away with saying some of 
the things that we used to say nowadays.” 
Matthew Castle, who was Official Nintendo 
Magazine's final editor when the publication 
closed in 2014, says that his biggest regret is 
that he didn't get into videogame magazines 
earlier, during their golden age. “I read a 
huge pile of old Super Play magazines when 
| joined Future, and it was just like, ‘Oh, god, 
this is all so good. Why didn't | spend my 
pocket money on this instead of Boglins or 
whatever it was?’” 

But as the Sega saying goes, to be this 
good takes ages, and the fusty forerunners 
of the mighty Eighties game mags were a bit 
of a dull bunch. Titles from the Seventies like 
Computing Today and Practical Computing 
catered to dedicated hobbyists, and were 
just as likely to feature guides on creating 
stock-control programs for your small 
business as games reviews. 

Then came Computer And Video Games, 
aka C&VG. Launched in November 1981, 
it was the world's first dedicated games 
magazine, and arguably the ‘proper start’ of 


Cor counteracts 
the Atari's ST with its 
Amiga 1000 computer 

marking the beginning of 

the Amiga line 


ses Gradius 
rcades. Fo 


actual 


gaming magazines as we know them - with 
not a stock-control program in sight. This was 
quickly followed by Computer Gaming World 
later the same year, and then a trickle of 
magazines dedicated to the various computer 
formats, like Commodore User (1983) and 
Your Spectrum (1984), although generally 
these format-specific titles still had a big 
focus on the non-gaming side of computers. 

But in 1984 Crash came along to flip over 
the publishing industry's neatly arranged 
tables and breathe a bit of anarchy into 
games journalism. Here was @ magazine 
‘that was unafraid to speak its mind, and 
give a cheeky wink while doing it. Even the 
magazine's name was a wry nod to the ZX 
Spectrum's most egregious 
habit, as well as a reference 
to a certain controversial 
JG Ballard novel that Roger 
Kean, the mag's cofounder, 
was a big fan of. And Crash's 
approach to reviewing games 
was revolutionary. 

“The people | knew 
working at C&VG and Sinclair 
User, they were all in their late twenties, early 
thirties,” says Roger, “professional journalists 
who happened to play games and wrote 
reviews. Whereas what we did with Crash 
was use the local schoolkids." Roger created 
a game review form and handed it out to 
pupils at the local school along with cassettes 
of the latest games, then the schoolkids 
dutifully handed in the completed forms a 
few days later. Essentially, the games were 


1985 
SEPTEMBER 
Super Mario Bros launches 

in Japan. Amazingly, no 
one knows when the 
Amer ch detes 


“['VE ALWAYS HAD A 
FAIRLY IRREVERENT 
SENSE OF HUMOUR, eons atweve rota fa 
AND I DIDN'T WANT THE C'@S?. “Ive always had a fairly 
MAGAZINE TO BE, YOU 
KNOW, HEAVY DUTY” 
Roger Kean 


In A COMPLETELY IMDECIPHERABLE ACCENT 


being reviewed by their target audience, 

and since these young writers had zero 
contact with the people who actually made 
or marketed the games, they had no qualms 
about being brutally honest. “The thing, of 
course, about 14-year-olds,” says Roger, “is if 
they play a game and say it's crap, it doesn't 
matter what | would have said, they’d never 
have changed [their opinions]. 

Roger also thinks that Crash was the first 
magazine to adopt a percentage score for 
reviews, a format that became widely used 
across the industry. And most importantly 
of all, the magazine had a rare sense of 
humour in the otherwise fairly dry world of 
computer magazines. “Games were fun, and 

= we were on the whole having 
fun,” says Roger, which was 
something that came across 
loud and clear in the pages of 


irreverent sense of humour, 
and | didn’t want the magazine 
to be, you know, heavy duty.” 
Still, Crash's irreverence 
occasionally got it into trouble, 
notably thanks to a couple of artist Oliver 
Frey's more racy covers. ‘I remember we 
had quite a lot of irate parents after the 
Dun Darach cover with the guy in chains,” 
remembers Roger, “but the one that probably 
got us the most trouble was Barbarian, We 
did get an official letter from WH Smith saying 
that they had recommended we be put on the 
top shelf, and if we did it again, they would 
deselect the magazine!” 


Future Publishing launches 
its n 


Act 


1985 
OCTOBER 
Segaeestablishes itsarcade 

division, Sega-AM2 
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OPM’s demo discs were @ real boon 

for cash-strapped gamers with nary & 
full-priced game to their name. Each 
came with a selection of playable demos, 
along with trailers for new titles, end later 
on they'd feature full games created using 
specialist Nat Yaroze PlayStation consoles. 


ITLIVES! Super Playwas resurrected for 
‘one final issue to celebrate the release 

of the SNES Mini, marking surely the 

best magazine giveaway ofall time (that 
‘sound you can hear is us toating ou own 
horn, toot toot parp). Issue 48 of Super 
Play reunited the original team of Jason 
Brookes, Jonathan Davies, Tony Matt and 
Ty Nicholson, who were joined by luminaries 
such as Nathan Brown (Edge and Keza 
MacDonald (Kotaku, The Guardian), | 


Demos are all well and good, but imagine if 
a full-priced console game was given aay 
on the front ofa mag. Well, it happened 
with the May 1998 issue of Sega Saturn 
Magazine, which Sellotaped the first disc 
of the legendary RPG Panzer Dragoon Sage 
to the front cover. Admittedly, the proper 
‘game actually came on four discs, so really 
the giveaway was just a very generous 
demo — but stil pretty amazing 


In 1987, Your Sinclair gave away a 
brand-new game on its cover — Batty from 
Elite, a Breakout clone with the added 
bonus of bomb-dropping aliens and a 
simultaneous two-player mode, along with 
a roster of useful power-ups. 


Christmas 1991 was particularly special 
because it saw the Yuletide-themed 
Christmas Lemmings being given away 
‘on the front cover of Amiga Format — and 
(Clockwise from top-left) the stunt proved so popular that the team. 
Franco Frey, Roger Kean did it all again the following year. It even 
and Oliver Frey pose for an led to annual retail releases of Christmas 
early publicity shot ’ Lemmings (renamed Holiday Lemmings in 
the Urited States) in 1993 and 1994 
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Space Harrier fliesinto The Famicom Disk System Sensible Software is i releases Chun: The very firstissue of 


add-on launches in Japan, by Jon Hare R weekly Japanese gaming 
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to leave, 


to life sequels follow. for more ino. 
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SCISSORS 
NO GLUE 


MAGS WAS A LITTLE 
DIFFICULT BACK IN THE DAY... 


6. “At COVE they ver 


iter to 


you'd have to 
ad been done since the 


nail was often 
: “You couldn't 
just grab an image off the internet. I'd be sitting there on 


Monday morning, going ‘Jesus where’s the Bost, I've got a 
slide coming from America for my cover image’,” 
5 ; 


“eer, 


screen or have a huge 


then y 
then yo 


ight wi 

. “We had this capture 
big and heavy, and used to fet really, 
Teally hot, so we had to stick it out of the window to get the 
air flow through it, So we had th 


hanging out of the 


h onto the par 


Nowadays, anyone can tak 
touch of a button, 


pin-perfect screenshot at the 


1986 
JUNE 
Bethesda Softworks is 
formed by Christopher 
Weaver. The studiois 
named after the Maryiand 
town it's founded i. 


Sega's 8-bit console, the 
Master System, arives in 
theUS to dobattlewih he 
Nintendo Entertainment 
System. 
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THE AGE OF ~ 


Crash began as a mail order 
catalogue before becoming a 
fully fledged magazine in 1984, 


TSE NRT LON SHOPHINE THE 


With Compliments 


‘A compliments slip that Roger Kean 
posted to his parents in around July 1983, 


“THE OFFICE WAS PRETTY 
CRAZY, YOU KNOW. WE'D 
WRITE DURING THE DAY AND 
PLAY DURING THE NIGHT, 
AND WORK AND PLAY SORT 
OF BLENDED TOGETHER. WE 
WERE HARDCORE GAMERS, 
80 WE COULDN'T BELIEVE 
THAT WE WERE GETTING THE 
CHANCE TO PLAY ALL THIS 
NEW STUFF, AND WERE BEING 
PAID TO WRITE ABOUT IT” 


The members of Gargoyle Games were 
regular visitors to Crash’s Ludlow offices: (left 
to right) Roger Kean, Greg Folis, Matthew 
Usfindell and Roy Carter. 


Crash moved from Roger Kean’s home in Old Street after 
the first few issues, but here he can be seen working from 
home in the late Eighties, in the room where Crash was born, 


1986 1986 
SEPTEMBER SEPTEMBER 
Game developer Square Sega's excellent driving 
is founded by Masafumi game Qut Run makes its 
Myamoto. it will become arcade debut and everyone 
renown forits Final enjoys Magical Sound 

Fantasy series Shove. 


1986 
OCTOBER 
The Darling brothers pivot 
frombeing freelance 
coders to become full- 


fledged businessmen and 
found Codemasters 


Roger says the biggest incident came with 
issue 19, which carried a feature satirising 
Sinclair User, or ‘Unclear User’ as they called 
it. Sinclair User's publisher, EMAP, took Crash 
to court, and the latter ended up paying an 
out-of-court settlement of around £60,000. 
But Roger says that the surrounding publicity 
helped Crash to have the last laugh. “We 
went from about 56,000 copies a month up 
to over 102,000 over four issues.” 

Crash's Commodore-focused sister 
magazine, Zzap!64, launched in 1985. Its 
reviews were written by full-time employees 
rather than schoolchildren, but, as Jaz notes, 
they “wanted real gamers that were very 
good at playing games as reviewers, rather 
than more traditionally trained journalists”. Jaz 
himself won the 1983 C&VG Arcade Game 
Championship. “I played games rather then 
going to school,” he says. 

Like Crash, Zzap!64 oozed personality, 
partly thanks to the way its journalists ended 
up becoming celebrities in their own right. 
“We had our little faces on the reviews, and 
putting faces on the reviewers was a really 
big thing back then,” says Jaz. "It really 
helped establish us as personalities, and that 
was very different from a lot of magazines 
that were being written more anonymously.” 

And if readers got the impression that 
writing for a games magazine was some kind 
of dream job, then they were exactly right, 
says Jaz. “The office was pretty crazy, you 
know. We'd write during the day and play 
during the night, and work and play sort of 
blended together. We were hardcore gamers, 
so we couldn't believe that we were getting 
the chance to play all this new stuff, and 
were being paid to write about it.” 

Steve Jarratt joined Zzap!64 as a reviewer 
in 1987, and he recalls his first impression 
was one of organised chaos. “Everybody 
seemed to smoke, everybody had got cans 
or coffee on their desks, there was clutter 
everywhere... it was literally floor to ceiling 
shelves of magazines, old Commodore 64 
machines, hard drives, joypads and row 
upon row upon row of games. It was kind of 
amazing, but it was also kind of like, ‘Oh my 
god, what have | got myselt into?’” 

Jaz left Zzap!64 for C&VG in 1988, 
partly because he wanted to write about the 
exciting new Japanese consoles that were 
emerging at the time. As editor, he steered 
the magazine away from 8-bit computers 
and more towards consoles, and in 1990 he 
convinced the publisher, EMAP, that there 
was a market for a new magazine focused 
specifically on these new wonder boxes — 
what became Mean Machines. But EMAP 
took some persuading, and accordingly the 
first few issues were only available in limited 
numbers. “The first issue, we only made 
about 27,000 of them, but they sold out 


1986 
NOVEMBER 
FromSaftware is 

established and initially 
develops productivity 
software before shifting 
focus to games. 


1986 
DECEMBER 
Japanese developer 
Inteligent Systems forms 
and kicks off a long 
standing relationship 
with Nintendo. 


completely,” recalls Jaz. “The next issue, 
we produced a few more and that sold 

out. And actually that approach was really 
advantageous to us, because it created extra 
demand. We had a lot of readers going into 
the newsagents asking them to reserve a 
copy because maybe they'd missed out the 
previous month. Very quickly the magazine 
grew to be comparable to Computer 

And Video Games magazine in terms of 
circulation. It was clear that the player base 
was very much into consoles and were 
excited about what was coming out.” 

Mean Machines was just as edgy as its 
title suggested, something that came across 
most clearly in its infamous letters page. 

“It was just trying to sort of bounce off the 
readership and make fun in the right kind of 
places, not be too cruel,” says Jaz, before 
adding, “| think occasionally we were a little 
bit cruel. But, you know, we wanted to have 
fun and for the magazine to be interactive, and 
encourage people to write into us. We wanted 
the magazine to be like a community or a club 
that you were part of that had its own in-jokes 
and little insider bits of knowledge.” 

Mean Machines wasn't the only title 
to launch in this period: the late Eighties 
and early Nineties were something of a 
boom time for the UK games-magazine 
industry. Future Publishing put out its first 
title, Amstrad Action, in 1985, and went on 
to launch countless others, including the 
multiformat ACE in 1987. Paragon Publishing 
started up in 1991, hurling out titles like 
Sega Pro (1991), Mega Power (1993) and 
Play (1995), while EMAP launched the well- 
respected multiformat magazine The One 
in 1988 and birthed plenty more magazines 
throughout the Nineties, such as PlayStation 
Plus (1995) and the ill-fated Maximum 
(1995). Europress, meanwhile, held its own 
with publications like Atari ST User (1986) 
and Amiga Action (1989), and on top of that 
there were various videogame titles made 
by Dennis Publishing and Argus. In fact, to 
give an idea of the sheer volume of gaming 
publications that were adorning newsagents’ 
shelves, at one point in the Nineties there 
were around half a dozen magazines 
dedicated to the Amiga alone. 

One of the most notable of those was 
Amiga Power. Launched in 1991, it became 
home to many writers who had learnt 
their craft on the anarchic Your Sinclair, the 
magazine that evolved from the relatively 
humdrum Your Spectrum. YS, as it was 
affectionately known, devoted many of its 
pages to odd features like ‘Peculiar Pets 
Corner’, and Amiga Power followed its lead 
with such joyous nonsense as a massive 
spread on the assassination of JFK that had 
absolutely nothing to do with the Amiga, or 
even videogames in general (check out 


1987 


‘Abig year for new game 
developersas Acclaim 
Entertainment, Bullfrog 
and The Bitmap Brothers 
all open their doors, but 
that’s not all. 


Matthew Uffindell and Roger Kean in 1984, with their beloved Apricot computer 
in the background. Jaz Rignall would have killed for one of these at C&VG. 


Screenshots the old- 
fashioned way: Matthew 
Uffindell photographing a 
game at Crashin late 1984. 


Michael ‘Skippy’ Dunne, with Jeremy Spencer (editor of Amtix) behind, in 1986. 


Maxis Software and 

DMA Design also pop up. 

Each one ofthese studios 

will become renown for 

their excelent catalogues 
of games. 


The Crash editorial team 
pose like mad fora PR shat: 
{leftto right| David Western, 
design and photography; 
Roger Kean, editor; Oliver 
Frey, art and design; 
Matthew Uffindell, software 
reviewer; and Kevin Foster, 
assistant editor. 


1987 

‘APRIL 
Commodore's Amiga 
500 goes on limited 

release Itwillbecome a 
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A Zzap!64 editorial meeting from October 1985 featuring some outrageous posing: 
(left to right) Julian ‘Jaz’ Rignall, Gary Liddon, Gary Penn and Roger Kean. The 
Sinclair User logo was stolen from the EMAP stand at the PCW Show in Olympia 


The Film Planning area at Crash’s offices in King Street, Ludlow, circa 1986, 
Matthew Uffindell is working with acetate and colour separations of pictures on 
the big light table. In the foreground is a print-down frame and a magazine flatplan. 


Franco Frey, Oliver Frey and Roger Kean outside the 
Newsfield admin building at 43 Gravel Hill, Ludlow, in 1987. 


The changing technology of layout and production; Roger Kean and 
Jan Chubb with the new all-Mac setup at King Street, Ludlow, in 1989, 


The Acorn Archimedes 
compuleris released 
and finds its way into 
schools across the 
United Kingdom. 


lremdebuts R-Tyoeand 

Konami debuts Metal 

Gear, Both series will stick 

‘around fora very 
long time. 


Retro Gamer issue 195 for more on how 
the mag was made). 

But whereas there was perhaps a 
surplus of Amiga magazines in the early 
Nineties, there was also a clear deficit of 
Nintendo-themed titles - a gap that Future 
was determined to plug. That hole would 
be filled with the 1991 launch of Total!, but 
its genesis was rather unusual, says Steve 
Jarrat, who was the editor at launch. “They 
were aware that Nintendo was a bit litigious, 
so we launched it in secret. [The publishing 
director] Greg Ingham had a great big loft 
space, and so we did it up there: nobody else 
in Future knew we were doing it, nobody in 
the industry knew about it, it was just me, 
Andy Dyer and [art editor] Wayne Allen - just 
the three of us put this issue together.” 

Perhaps the loft-bound secrecy was 
unnecessary in the end, as Nintendo seemed 
little fazed by Total!’s launch, but Jaz does 
recall the Big N laying down some strict 
rules when Mean Machines split into Mean 
Machines Sega and the officially licensed 
Nintendo Magazine System in 
1992. “Nintendo insisted on 
having the Nintendo magazine 
on a different floor to Mean 
Machines Sega. It was very 
silly, because we still all went 
out to lunch tagether and we 
still walked up and down the 
stairs to each other's offices. 
Maybe they didn't want 
that Mean Machines influence creeping 
in too much.” 

Officially licenced magazines like 
Nintendo Magazine System (which went 
through several name changes before 
ending up at Future Publishing as the simply 
named Official Nintendo Magazine) gained 
prominence throughout the Nineties and 
beyond. Interestingly, several publishers 
had concurrent ‘official’ and ‘unofficial’ 
magazines covering the same format, like 
Sega Magazine (1994) and Mean Machines 
Sega at EMAP, Xbox World (2003) and 
Official Xbox Magazine (2001) at Future, and 
PSM2 (2000) and Official UK PlayStation 2 
Magazine (2000), also at Future. The latter's 
original incarnation in particular — Official 
UK PlayStation Magazine (1995) - was a 
massive success for the publisher, with its 
phenomenal sales probably having a lot to do 
with the generous demo disc that straddled 
the cover each month. 

Gradually, over the next two decades, 
‘unofficial’ single-format magazines would 
be almost completely pushed out of the 
market. Matthew Castle saw both sides of 
the divide as editor of the unofficial NGamer 
(which evolved, via several name changes, 
from 1992's Super Play) and later on as editor 
of Official Nintendo Magazine. But when 


1987 
AUGUST 
Creative Assembly is 

formed. Itinially fnds 
work porting games but it 
wil become knowin for its 
foal Warseries. 
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“THERE WAS SOME 
STUFF WHERE | 
WAS LIKE, ‘THERE'S 
NO WAY NINTENDO 
IS READING THIS 
MAGAZINE ANYMORE” 
Matthew Castle 


Future unleashes its ACE 

(Advance 
Entertainment) ma 
Iwill witch hands to 
EMAP in 1989, 


NGamer closed down in 2012, he was initially 
reticent about sailing into officially sanctioned 
waters. "In my head, you know, | was 
‘unofficial Nintendo mag for life’. We were 
the same company, but they were our rivals. 
| didn't really want to be part of it, | didn’t 
necessarily think their world view matched up 
with ours — but | wanted a job.” 

Still, he says that although the Nintendo 
licence meant he was more constrained 
in what he could do at Official Nintendo 
Magazine, the lean Wii U years were actually 
somewhat of a blessing in disguise, freeing 
the writers to fill pages upon pages with 
gloriously nonsensical features thanks to the 
lack of new games to write about. In a way, 
the anarchic spirit of magazines like YS and 
Amiga Power flared again for an instant. “I 
think the last year or so of ONM is actually 
pretty strong,” says Matthew. “There was. 
some stuff where | was like, ‘There's no way 
Nintendo is reading this magazine anymore.” 
There were bizarre alternative Christmas 
carols that were making fun of the then head 
of Nintendo Europe and stuff 
like that. There were several 
things we printed where | then 
had nightmares | was going to 
get fired. We did corne close on 
a couple of occasions: | made a 
joke about McDonald's, which 
almost got me nuked because 
they had a Happy Meal deal 
with McDonald's.” 

And so we come to the present. The past 
decade and a bit has seen even the most 
mighty magazines fall as they struggled to 
compete with the migration of readers online. 
C&VG closed its print version in 2004, living 
a half-life as an online-only publication until 
2014. Official Nintendo Magazine bowed 
out in 2014 after Nintendo withdrew from 
print magazines, Play ended its print run in, 
2016. GamesMaster survived long after its 
namesake TV show was put out to pasture, 
but it eventually succumbed to the inevitable 
in 2018, after 25 years of publication. 

The multiformat games™ from Imagine 
Publishing, former home of Retro Gamer 
itself, went silent at around the same time, 
after 16 years on sale, and then 2020 put an 
end to Official Xbox Magazine. 

But there are still a few holdouts. Official 
PlayStation Magazine still carves out a 
space in WHSmith, and PC Gamer has 
been continually published since 1993. 2018 
even saw the launch of a brand-new games 
magazine in the form of the indie-centric 
Wireframe, while pre-teen-focused mags like 
110% Gaming thrive on newsagents’ bottom 
shelves. And then there's Edge, which 
has now celebrated becoming the United 
Kingdom's longest-running games magazine. 


Long may they all continue! ¥ 


1987 
OCTOBER 
Zany point-and-click 
adventure Maniac Mansion 

introduces Lucastlm’'s 
SCUMN engine tothe C64 
and Apple I 


1986-PRESENT) 


The Japanese magazine 
Famitsu(which is short 

for ‘Famicom Tsushin’, or 
Famicom Jaurnal')is one of 
the longest running games 
‘magazines in the worl, and 
it regularly breaks stories 
that are picked up by media 
outlets worldwide, t's most 
well known for its unusual 
reviewing system, in which 
four reviewers each mark a 
game out of ten, making a 
total possible score of 40 


1984-1992 


Inan age when many mags 
still focused heavily on 
coding “Crash was certainly 
the first computer games 
‘magazine in which pretty 
much 99% of the content 
was dealing with games 
software", says cofounder 
Roger Kean. The magazine 
is famous for its beautiful 
painted covers by Oliver 
Frey, many of which are 
collected in the book The 
Fantasy Art of Over Frey. 


1981-2004 


The world’s fitst magazine 
devoted to videogaming 
had an epic 23-year run, 
only recently surpassed 

by titles like Edge and PC 
Gamer. The mag changed 
considerably over the 
years, notably shifting 
away from 8-bit computers 
and towards focusing on 
Japanese consoles under the 
editorship of daz Rignal 


1990-1992 


‘Mean Machines lasted just 
two years before beng split 
into Mean Machines Sega 
and Nintendo Magazine 
‘System, but it made a huge 
impact in that time, with a 
circulation north of 100,000. 
Launch editor Jaz Rignell says 
that in hindsight, he regrets 
the decision to split the mag 
in two: “It definitely lost 
something in that process.” 


1991-1996 


Many of the Mighty Beings 
of Amiga Power were drawn 
from the ranks of the similarly 
anarchic Your Sinclair, and the 
magazine gained a reputation 
for urtinching honesty and 
‘nonsensical tamfooley, the 
latter reflected in ceaseless 
in-okes and sprawling 
features that had little to do 
with videogames. 
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Unmisssble 
reviews of over 40 
row games! 
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receivea massive string 
of sequels: 


"NINTENDO PREVIEW 


1992-1996 


Super Play's eminent 

launch editor Matt Bielby 
graduated from Your Sinclair 
and Amiga Power, and later 
‘went on to launch titles 
like SFX and Total Film. The 

magazine was famous for 

Wil Overton's anime-style 

cavers, and had a heavy 

focus on RPGs and Japanese | 
SNES games. 


1993-2019 f 


This long-running | 
multformat games magazine 
gained a reputation for 
fierce honesty and irreverent 
humour, This magazine was 
notable as it was focused 
entirely on Austral, so 

that means Australian 
games coverage written 

by Australian writers for 
Australian audiences, In 
2018 Future Publishing 
acquited the rights to 

BY the magazine and carried the 
torch until 2019 


‘OUR EXCLUSIVE 


1989-2012 


Otten cited asthe United 
States’ most prestigious 
gaming magazine, EGM 
boasted a circulation of more 
than 600,000 at its peak in 
the Noughties. The publisher 
closed the magazine in 2008, 
but EGM’s founder later 
bought back the rights to 
continue producing it online. 


1988-2012 


Over in the good ol US of 

A the officially sensed 
Nintenco Power was a Big 
Deal. It grew out of the 
‘Nintendo Fun Club newsletter 
and had a readership of 
475,000 atthe time of 

its closure in 2012, when 
Nintendo decided to cease 

its licensing agreement. It 
gsined a second life ofa sort 
in 2017, with the launch of the 
‘Nintendo ower Podcast. 


1993-PRESENT 


Ata time when most gaming 
magazines were firmly 
focused on children and 
teenagers, Edge was designed 
tocater for the more mature 
gamer, with a focus on next- 
generation mactines. The 
faunch issue famously came 
ina black bag that prevented 
curious browsers from 
thumbing through its contents 
inthe newsagents. 


an iconic female 
hero in 1996 


Tetris 
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£ VARIOUS » 1984 » ALEXEY PAJITNOV 
Ss It's hard to come up with a single 
defining game that sums up the 
Eighties, but for me, it's got to be 
f Alexey Paj ure, | could 
OF, have gone with the likes of Elite, Donkey 
Kong, Manic Miner or countless other gems, but Tetris 
feels special, Tetris is a survivor. 
| won't bore you with my first memory of Tetris 
as | covered that in Retro Gamer issue 183, but it's 
probably worth highlighting why | think Tetris is such an 
important title. Like the very best games, Tetris shines 
thanks to its clever game mechanics that link together 
as Satisfyingly as the walls you clear in the game. The 
concept of Tetris is easily explained and can be played 
by just about anyone, regardless of age or interest in 
videogames. Even my nan could enjoy Tetris on the 
Game Boy, and the purity of its design and simplistic- 
looking style has meant that many, many systems 
have been able to accommodate it without losing the 
essence of its appeal. Tetris has appeared on countle: 
machines over the years, from the Electronika 60 to the 
ZX Spectrum, Game Boy, Amiga and numerous others, 
and very few of these conversions are actually poor. 
Aside from seemingly endless ports, another reason 
why Tetris has ingrained itself so much into popular 
culture is because the game is constantly able to 
feinvent itself whilst staying true to the essence of what 
makes the game so enjoyable. Sure there have been 
misfires along the way (Hatris and Welltris, I'm loc 
at you) but for the most part, you can typically enjoy 
any version of Tetris you pick up because the base 
mechanics are so profoundly gratifying. Tetris DS fused 
multiple game modes with classic Nintendo characters, 
Sege realised that combining Tetris with Puyo Puyo was 
a match made in heaven, while Tetris 99 has proven 
that the battle royale arena does not just belong to 
Fortnite. Hell, Tetris even works in VR. It’s astonishing 
to think that over 30 years after | first encountered it 
Alexey's game is still managing to surprise me. 


1989 1989 
‘APRIL JUNE 
atoshi Tajiri and Ken xr Molynew 


| LYM, ari 
plays itin Bour 
cinen of rose 


THE HISTORY OF VIDEOGAMES | 59 


ee, 


- Sh 


Ne) 2 
Se : 


© fully appreciate why Mario is still 
the videogame industry's most 
recognised, popular and enduring 
character, you have to look back to the early 
- days of videogames. Mario remains the poster 
child for a time where everything about them felt 
fresh, innovative and new, and these newfangled 
virtual worlds sought only to be linked to ours 
through the computers and consoles that 
projected them, and the telented visionaries 
who imagined them. With realism and trends 
now sitting where fun and creativity once 
ruled, today's industry is looking a much 
\\ different place to one that Nintendo was 
helping rebuild back in the Eighties. 
With every familiarlooking sandbox 
RPG-lite open world game that finds 
release, it becomes ever apparent that 
this industry has, in many ways, started 
to fold in on itself. The insane budgets 
} required to build the games of today 
mean that now only a small handful 
of developers and publishers have 
the financial means to call the shots, 
game genres seem to be melding 
together, and despite now being able 
to utilise gazillions of colours, a lot of 
mainstream games are looking a little 
ubiquitous. Why Nintendo's Switch 
suddenly rocketed into success in 2017, 
and Super Mario Odyssey has scooped 
universal acclaim, should be obvious to 
anyone who enjoyed playing videogames. 
throughout the Eighties and Nineties. Nintendo has 
proven, once again, that fun and creativity are king, 

It's for this reason why most gamers can 
instantly recall the first time they ever saw Mario in 
action. He takes them back to an evergreen era for 
videogames, a time with which he has now become 
synonymous. For many of you reading this, we 
suspect that your first experience came from playing 
Donkey Kong in arcades, or on home computers 
and consoles. At this inaugural point in his career, 
Mario was known by the more literal-sounding 
name of Jumpman, played a bit of an antihero and 
worked as a carpenter instead of the heroic plumber 
we all know hirn as today. However, while Mario's 
personality, name and occupation would come to 
change quite quickly following his gaming debut in 
1981, the distinct look of the character was settled 
on almost immediately by his creator, Shigeru 
Miyamoto, and has only really ever been refined, 
never changed, over the years. 

As was the practice in the early days of game 
design, Mario was borne out from the technical 
limitations of his time. The character was given his 
signature flat cap owing to the fact that it would seve 
Miyamoto the headache of animating hair, a large 
nose to make him look instantly more human, bright 
ted coveralls to help him stand out against Donkey 
Kong's dark backgrounds, and a moustache instead 
of a mouth for similar reasons. But Mario's creation 
also came about through an element of luck 
and good fortune — although it probably didn’t 
seem that way to Nintendo at the time. 
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Bagley 
ZXSpectrum coder 
first saw Mario in the 
local arcade hallsin New 
Brighton roughly around 
1981 when Donkey Kong 
was released. Donkey 
Kongis and always will 
be aclassic, anda great game to boot, but I can't 
help but admire so many other Mario games. 
Super Mario Bros is another fantastic Mario game 
that even to this day | like to play - even though 
my nephew completed it before | did! And what 
favourite Mario list would be complete without 
Mario Kart? | loved the N64 version the most, 
because my nephew, niece, sisterand| used to 
playit at the weekends with riotous laughter, 
especially when zapping someone on 
the jump in Wario Stadium. And I can't 
go without saying New Super Mario 
Bros. | also lovedit, again, because of the 
original features, like being able to grow 
huge and sprint through the level. Out 
ofthose four, those being my favourites, 
if |had to choose ore... I'mnot sure | 
can! They all have a huge place in my 
heart. Why has Mario remainedso 
enduring? Well because he's constantly 
reinventing himself, changing with 

the times, and because Shigeru 
Miyamoto is simply a genius. 


PROFESSIONS 


—— 


OF APLUMBER 


John Carmack 


Cofounder id Software 
Thave followed Mario since 
the Donkey Kong days, and 
+ id Software was pretty 
much launched on the 
4 m= merits of an internalclone 
of Super Mario Bros 3. |was 
away for a while after Super Mario 64, but the last 
few years with my son have brought me back 
into the fold at the time of writing this, we just 
collected our 66th star on Super Mario Galaxy 2 
last night, and we have gone back through all the 
‘old games, Stillfun after all these years. 
Domo arigato, Miyamoto-san! 


Kevin Toms 
Creator of 


Football Manager 

I remember my first 
recollection of Mario being 
on the original Nintendo 
cartridge machine. Squat, 
cute character, red hat 
comes to mind. Probably | would go for Mario 
Kart onthe Nintendo 64 as my Mario game. His 
lasting appeal is down to the personality he 
puts across:an upbeat, likeable, jolly man. Most 
people would get on with someone like a 
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that. So heannaysno one! 


INES}The criginal SMBstil 
plays great today, We should 
know-—we playediityesterday. 


(Arcade] Maria made his debut in Donkey Kong, where 
itwas DK hogging the limelght for Nintendo. 


004700 


007650 


3 
bi 
J 
BE 


LL SAVE YeR, LADY!" 


Before Donkey Kong was even considered, 
Shigeru Miyamoto had aims to create a new arcade 
game starring the characters from the popular King 
Features Syndicate cartoon Popeye. But when 
Nintendo failed to obtain the licence, Miyamoto was 
forced to come up with three central characters of his 
own. And, after taking pretty obvious inspiration from 
the 1933 stop-motion monster classic, King Kong, 
he came up with the characters Jumpman, Lady and 
Donkey Kong to substitute the roles of Popeye, Olive 
Oy) and Bluto, respectively. 

When the time came for Donkey Kong to ship 
to North America, however, it was decided that 
Jumpman should be renamed during the localisation 
process. Even then, Nintendo's intention was to 
turn Mario into a mascot-type character by having 
him appear in many of Miyamoto's subsequent 
videogames. With this idea in mind, the first new name 
that Nintendo would settle on for Jumpman was ‘Mr 
Video’. It was a name clearly derived from Nintendo's 
first ever gaming mascot, Mr Game & Watch. 

However, in what became one of the videogame 
industry's most bizarre anecdotes, Jumpman's name 
would change once again. The tale goes that, at the 
time when Nintendo Of America (NOA) was trying 
to gain a foothold in North America, it was renting 
a warehouse from an Italian construction tycoon 
named Mario Segale. Segale was said to have looked 
remarkably similar to Jumpman, and when NOA's 
president at the time, Minoru Arakawa, realised the 
coincidence, Jumpman was nicknamed Mario and the 
name stuck. What makes the story all the more ironic is 
the fact that Mario Segele's business was construction, 
an industry that played a prominent role in the look of 
Donkey Kong's stages. |t can not be neither confirmed 
nor denied whether Mario Segale once owned a giant 
gorilla that he would occasionally mistreat, though it’s 
easy to guess that it was highly unlikely. 

With the hero character renamed, Lady 
rechristened Pauline, and the localisation process 
complete, Nintendo pushed Donkey Kong out onto the 
US market, where it became a huge, runaway success. 
And with the millions of dollars it earned, the company 
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was able to better fund development of its 
first true videogame console, the Famicom. 
But it was Donkey Kong, not Mario, who 

was gaining the most celebrity for Nintendo. 
Despite the fact that the big angry ape was 
assigned the role of big dumb antagonist in 
Donkey Kong, his domineering presence and 
cartoon qualities made him a clear standout 
character in the game. And it is perhaps for this 
reason why Mario was then made to play villain 
in the game's 1982 sequel, Donkey Kong Jr. 
That said, Nintendo, obviously not wanting to turn 
its moustached hero character into an out-and-out 
baddie, did give Mario his very own game in the same 
year, plonking him back in the saddle of hero and 
gifting him a green coverall-wearing brother called 
Luigi into the bargain. The game in question, Mario 
Bros, was a single-screen action platformer that looked 
and played similar to the earlier Williams arcade game 
Joust. It saw Mario and his brother battle through 
‘phases’ of enemy attacks inside a New York sewer, 
and was the first game to ever depict the brothers as 
plumbers — it's believed that this was done simply to 
explain the game's culvert setting. However, with its 
premise finding the pair trying to prevent an infestation 
of insect and reptilian pests escaping into the city, the 
brothers are clearly acting more like exterminators 
in the game. Nevertheless, as well as portraying the 
brothers as plumbers, Mario Bros also introduced a few 
common enemy types too, such as Shellcreepers - a 
precursor to Koopa Troopas 
—and the spike-shelled foes, 
the Spinies. It also established 
the idea of having the 
brothers collect coins through 
bonus rounds, as well as the 
concept of brick-punching and 
unconscious enemy kicking, 
all of which would become 
staples of the Mario series. 

Mario Bros received a 

lukewarm arcade reception, 
certainly nothing in the same 


Jamie Woodhouse ie] 


Creator of Qwak! 
I'm fairly sure my first 
experience of Mario was Mario 
Bros on the NES; | remember 
itnot scrolling, justa static 
screen, with lots of turtles that 
go into pipes in the bottom 
‘corners of the screen, then coming out of pipes in 
the top corners, Characters were all simple, yet 
fun-looking, with a cutesy round feel to them. | think 
my all-time favourite Mario game is probably Super 
Mario Land on the Game Boy: simple, fun gameplay, 
not too complicated graphically, and of course, it 
‘was portable! | think maybe Mario's appeal is down 
to the personality ofthe character; | mean, he’snot 
reallya violent kind of dude, ishe? And he's only 
therein the first place because he's trying to sort 
out the big bad boss or rescue his girlfriend - or was. 
that the other game, the one with the big monkey? 
‘Sol guess, maybe because he’s not too violent, 
and he's there fora goodreason, people maybe 
relate to that. Also, it can't hurt having the Nintendo 
ea marketing department on your side! 


[NES] Who can forget tistrick in World 1-2? Who was itthat said cheating 
doesn't pay? Someone who'd never played Super Mario Bros, clearly. 
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league as Donkey Kong, but it later proved to be a 
popular release for the Nintendo Entertainment System 
console in North America. Two variants of the game 
were also developed by Hudson Soft, under licence 
from Nintendo. Released exclusively on Japanese 
home computers, the games featured all-new original 
stages and gameplay mechanics. The first, Mario 
Bros Special, was an interesting update of the original 
game that saw players having to fight their way to exit 
points at the top of each stage, while the second title, 
Punch Ball Mario Bros, was a quirky dodgeball-inspired 
iteration that saw the 
brothers punching balls 
at their subterranean 
foes and hitting 
switches. Hudson 
Soft also later released 
its own version of 
Super Mario Bros. 
Titled Super Mario 

ros Special, this 
unfairly punishing 
home computer 
version featured all- 
new levels, hair-pulling 
level design and 
maddening flick-screen 
scrolling. In fact, the 
dodgy scrolling hurts 
the experience so much that it shows just how 
important a factor scrolling actually played in 
Super Mario Bros’ ultimate success. 

But we're jumping ahead of ourselves a little bit 
here, as Mario hadn't quite gone ‘super’ just yet. In fact, 
while it's debatable that Shigeru Miyamoto dabbled 
with the idea of giving Mario enhanced powers in 
the Mario Bros arcade game by finally giving him the 
ability to survive a large fall - he wasn't capable of 
bending his knees in Donkey Kong - it wasn’t really 
until the release of Super Mario Bros in 1985 thet the 
legendary game designer gave his creation actual super 
powers. Before reaching this watershed moment, 
however, the character could be seen busily living up to 
his ‘Mr Video’ duties. The multipurpose butterball could 
be seen popping up in a bonus stage in the NES game 
Pinballthat same year, guest appearing as an unshaven 
umpire in Tennis (1984), and influencing the look of 
Golf's (1984) moustachioed golfer Ossan, a 
character often mistaken for Mario, owing to his > 
stark resemblance to Nintendo's mascot. 
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Jon Hare 
Cofounder 
Sensible 
Software 
First time! 
‘saw Mario 
4 was Donkey 
_ Kong in the 
arcades in about 1980.1 didn’t 
focus on the character much, to 
be honest - nothing that special. | 
thought the monkey was the best 
thing in the game. My all-time 
favourite Mario game has to be 
Mario Golf on the N64. It just has 
themost perfectly tuned learning 
curve ever. | spent a whole year 
trying to win every trophy and 
kept missing the final one by just 
one shot. Next best titles would 
be Mario 64 and Mario Kart. | think 
Mario endures because he is a 
really good everyman character, 
funny but not too irritating, and he 
has an army of fellow characters 
that adda lot tohim. Miyamoto 
is the only game designer that | 


a look upto. a 
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4 John Romero 


Cofounder of id Software 
The first time | saw Mario in 
action, | was at an arcade in 
Roseville, California, called 
\ Supercade. It was a weekend 
in 1981 and my friend Robert 
was withme. At this time in 
1981, new games were showing up every week. 
The arcades were the most exciting places in the 
world. And in this particular arcade, this particular 
weekend, was anew game called Donkey Kong, 
We went up to the game, dropped in our quarters, 
and lost ourselves for several hours. When the 
smoke cleared, we had found anew favourite game 
anda favourite carpenter named Jumpman, who 
would be renamed in four years to the familiar 
name; Mario, We loved Mario's pixelated figure, his 
cute animations andcuter sound effects. His job 
was to rescue the princess and put out fire with 
amallet, We loved the ridiculousness oft, and it 
fit in perfectly with the extreme abstractness of 
games of that time. For me, Super Mario 3 was the 
pinnacle. It was just so epic, That game pushed the 
original NES to the extreme. Thecartridgewas 
packed to the limit with data—the game was huge 
atthetime. Andit took while to playthrough. Iwas 
playing itin my Gamer's Edge office next to 


a John Carmack as he coded. 
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{Famicom} Ifyou think this 
game looks alot ike SMB2 
that's because 95% ofits, 


SUPER MARIO... FINALLY 


Super Mario Bros was, in many respecis, the 

natural next step for the main series to take. It 
took the popular ‘rescue the lady in distress’ premise of 
Donkey Kong, applied it to the theme and two-player 
mode — albeit not simultaneous this time — introduced 
in Mario Bros, and then stretched the gameplay into a 
favolutionary side-scrolling platform game. Set in the 
fantasy fungal world of the Mushroom Kingdom, the 
“Super’ prefix came from the brothers’ peculiar reaction 
to ingesting magic mushrooms, which took the form 
of power-ups in the game. Eating a mushroom would 
cause Mario and Luigi to grow in size, this growth 
spurt essentially acting like a shield but at the cost 
of making the heroes easier to hit. And while in this 
state the eating of a Fire Flower power-up would make 
the plumbers truly super-powered, dressing them in 
lustrous white overalls and giving them the ability to 
lob fireballs around the environment. 

Speaking in 1991's Maria Mania Player's Guide, 
Miyamoto revealed how the brothers’ iconic growth 
spurt ability came about: “We developed programming 
techniques that allowed us to create a larger character 
then we originally thought possible. At first, we planned 
to make the game so that the player was always ‘big’ 
Mario, but eventually, we came up with the idea for the 
power-up mushroom to make Mario ‘Super’.” 


polished game. From the get-go Iknew it was the start ofa 
new era, but no one could have guessed the staying power 


| of this squatty plumber! 
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Scott Miller 
Founder of Apogee Software 
|first remember Mario playing 
Donkey Kong, of course! When | first 
discovered this game in anarcadel 
knew ithad something special about 
it, interesting characters, unique 
gameplay, variety, and it was a deeply 


Super Mario Bros was praised for its innovative 
gameplay, great visuals, catchy music, super-smooth 
scrolling, and wealth of secrets to discover - the most 
notable of which saw Mario actually breaking out of his 
own videogame in World 1-2 - a truly mind-bending 
concept at the time, made even more impressive by 
the fact that doing so rewarded the player with the 
opportunity to warp to later levels in the game. 

Selling over 40 million copies, Super Mario Bros’ 
popularity can be largely attributed to the success of 
the Famicom/NES, and thus for also playing a key role 
in helping to resurrect the console industry in North 
America following its crash in 1983. In fact, Super 
Mario Bros currently stands as the sixth best-selling 
videogame of all time, topped only by the likes of 
massive modern hits like Grand Theft Auto Vand 
Minecraft, demonstrating the sheer impact that this 
single game had on the games industry, 

But Super Mario Bros wasn't the only Mario 
title released in 1985. The little-known NES game 
Wrecking Crew saw Mario continue in the tradition 
of his earlier arcade-style games. Rearmed with his 
trusty carpenter's hammer, and accompanied by Luigi, 
the game wes a fun mix of smash-‘em-up and puzzle 
game. Capping the brothers’ ability to jump, Wrecking 
Crew saw Mario and Luigi race around, smashing 
bricks and pillars in an advantageous order so as to 


clear each stage of everything destructible. It even 
came with a level designer. But while a neat concept, it 
fell into obscurity in the shadow of Super Mario Bros. 


Sequel SEQUEL PANIC 


Now if there’s one thing that Nintendo was seen to 
struggle with during the 8-bit era, it was sequels. While 
Donkey Kong Jr was an enjoyable enough successor, 

it really wasn’t a patch on the tight, engaging and 
insanely addictive gameplay of Donkey Kong. And 
while Zelda I: The Adventure Of Link had its good 
moments, to this day it’s still deemed by many fans to 
be one of the weakest entries 
in the series. The Super Mario 
Bros series is no different and 
follows this peculiar pattern, 

Owing to Super Mario 
Bros' success, Nintendo 
was understandably keen 
to capitalise on the game's 
popularity and so quickly 
pushed out an expert 
version exclusively for the 
Famicom Disk System to 
satiate demand. Released in 1986 as Super Mario 
Bros 2 in Japan, it was a single-player game only, with 
players given the choice of picking between a ‘Mario 
game’ or ‘Luigi game’, and the brothers were given 
different attributes: Mario had better traction; Luigi 
a higher jump. On top of this, the difficulty level was 
also increased, and the game made more challenging 
through the inclusion of poisonous mushrooms and 
more aggressive enemies. But when the game came 
to ship to North America, NOA stressed its concerns 
that the game wasn't different enough to be deemed a 
true sequel, and would be too challenging for westem 
gamers, Consequently, Nintendo was forced to do 
some rapid troubleshooting, and this led it to re-skin 
another platform game by Miyamoto and his team 
titled Yume Kojo: Doki Doki Panic. 

Released for the Famicom Disk System in Japan, 
Doki Doki garnered modest sales, likely owing to its 
Disk System exclusivity, and so Nintendo had the 
brainwave of switching the game's four heroes with 
Mario, Luigi, Toad and Princess Toadstool (Peach) 
and repackaging it as Super Mario Bros 2 in the west. 
Without the aid of the internet back then, a very large 
proportion of the planet would be none the wiser of 
this cheeky game swap. Of course, we later got the 
chance to test our skills on the Japanese sequel when 
it was remade as Super Mario Bros: The Lost Levels 


FROM CARPENTER 
TO SPACEMAN 


HOW MARIO HAS 
EVOLVED OVER THE 
GENERATIONS 


“MARIO PLAYED 
Akey ROLe In 
RESURRECTING 
THe AMERICAN 
InDUSTRY” 


for the 1993 Super Mario All-Stars compilation pack on 
the Super Nintendo, 

To tie everything together, Doki's story was altered 
to explain away all the crazy leftovers - something 
about Mario entering a dream world called Subcon 
to defeat an evil frog overlord to free some enslaved 
fairy kids — and the game switch also explains why 
many of the enemies in the game never reappeared 
in subsequent Mario games, and Mario and pals’ 
peculiar new attack method, which ditches head- 
stomping to see them instead pick up objects and 
enemies and toss them at other enemies. 

Released in the US in 
1988, the re-skinned Doki 
Doki version of Super Mario 
Bros 2became a hot seller 
for the NES, becoming the 
third-bestselling game on the 
console, trading more copies 
than The Legend Of Zelda. 
And owing to its success, this 
version was later released 
in Japan in 1992 under the 
name Super Mario USA. 


Towards the end of the Eighties, Mario-mania was 
starting to take effect, end its momentum was to be 
fuelled even further with the release of a game that 
many fans still consider to be the best game in the 
series. Taking two years to create, Super Mario Bros 3 
introduced more staples to the Mario series than any 
sequel before or since. |t introduced elements such as 
an overworld map, complete with patrolling enemies 
that whisked the player to battle screens; enjoyable 
diversions by way of photo-fit minigames; multiple 
routes through the game's eight massive worlds; new 
power-ups in the form of abstract costumes for the 
brothers; an inventory that allowed you to carry over 
items obtained in one stage into another, and more 
secrets than you could shake a Warp Whistle at. 

To help create awareness and excitement for the 
release of the game in the US, Super Mario Bros 3 
was memorably first unveiled to Americans in the 
1989 feature film The Wizard. Released into 
theatres a few months prior to the game's North > 
American release, the movie's plot culminated 


» [NES] fwehad to pick the best game 
inthe series, we'd haveto hand tto 
‘Super Mario Bros3 Way aheed ofits 
time it's Mario gaming ats very best. 


Yd 


» [SNES] The colourful Super Mario World stuck close 


to the SMB3tempiate. 
> tournament that ended with 
the finalists competing on 
a mysterious ‘new game’, which is 
revealed to be Super Mario Bros 3. 
Probably at the request of Nintendo, 
the game is hilariously unveiled in 
the film as if it were the single most 
brilliant objet d'art in the history of 
mankind. Although in hindsight we 
should let Nintendo off a little, as it 
actually comes pretty darn close. 

But that wasn’t all in the way of 
Mario marketing that year, as 1989 also spawned an 
animated/live action television show: The Super Mario 
Bros Super Show. The programme was an odd format 
that comprised a short ten-minute cartoon bookended 
by a peculiar live-action sitcom, in which Luigi was 
played by actor Danny Wells and Mario by former 
professional WWF wrestler Captain Lou Albano. 
Filmed in front of a probably perplexed studio audience, 
the show saw the pair conversing with drop-in celebrity 
guests from inside their Bottom-style dilapidated New 
York apartment, and in some episodes dress up in 
women’s clothes to portray female versions of Mario 
and Luigi named Marianne and Luigeena. And if you 
think that sounds like a bizarre idea for a Mario Bros 
television show, during the holiday season of 1989 and 
1990, Southern Californians witnessed King Koopa‘s 
Kool Kartoons, a live-action Krusty The Clown-type 
kids’ telly show in which a guy dressed as Bowser 
presented cartoons to a room full of children, fondly 
referred to in the show as ‘Koopa Troopas’. 

1989 also marks the release of the Game Boy and 
saw Mario lose the pounds for his first proper portable 
adventure, Super Mario Land. A launch title for the 
Game Boy in Japan and North America, Super Mario 
Land was overseen by the Donkey Kong codesigner 
and Metroid and Kid Icarus producer, Gunpei Yokoi, and 
his solo involvement in the game resulted in a unique 
Mario title for the handheld. Putting his own stamp on 
the series, head-stomping Koopa Troopas now turned 
them into ticking time bombs, while striking some 
enemies in the game transformed them into a pile of 
decomposing bones. And elements of Yokoi's earlier 
work also found their way subtly into the game, such 
as a subterranean-style stage reminiscent of Metroid 
(Level 3-4) and the game ending with a side-scrolling 
shooter stage that saw Mario piloting a plane -a 
similar closing stage also occurred in Kid Icarus. Likely 
owing to Mario's populerity and the Game Boy's high 
installed base, Super Mario Land became a hugely 
successful Mario title, going on to sell more than 
14 million units. It also spawned two sequels: Super 
Mario Land 2: 6 Golden Coins, notable for introducing 
Mario's doppelganger Wario to the series, and Wario 


ina Nintendo videogame 
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was the first human’ character |had 
seen in games, as all others were 
cartoon or abstract like Space Invaders 
and Pac-Man. My next major encounter 
was when Ocean obtained the rights 
toconvert the first Mario Bros 


was Donkey Kong inan arcade in 
Silicon Valley, many years ago. 
Miyamoto-sanis the best game 
designer in the history of the 


a industry, and Mario's appeal a 


is ubiquitous. 
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I spent quite some 
time in the early 
% — Eighties playingin 


platformer, whichwasanokay 
game, However, when! discovered 
Super Mario Bras on the NES, |was- 


the arcades, and completely blown away andspent 
somyfirst actual many, many weeks playing it to 
introduction to ‘completion... and then playing it again! 
Mario was Donkey _ It's one of the few franchises thathas. 
Kong.\recallhe never suffered from compromise. 


be its bar-setting titles, and also its 


suffer, but it would probably impact 


Founder of 


Electronic Land: Super Mario Land 3, in 


Arts which the demented-looking 
Naturally, villain took centre stage as 2 

my first time controllable cheracter, in another 
seeing Mario first for the series. 


The arrival of the fourth 
generation of consoles was 
an exciting time. Both the 
arcade and console markets 
were thriving, the NES had 
successfully brought gaming 
back home in North America, 
and Sega was officially first 
off the mark to make inroads into this new 16-bit era 
of gaming with the Mega Drive. With Mario now 
a household name, gamers were anticipating the 
release of Nintendo's next instalment, especially as it 
was to be launched alongside its newfangled 16-bit 
games console. 

Released in 1990, Super Mario World stuck close 
to the Super Mario Bros 3 template. Miyamoto and 
his team set about using the extra technical power 
of the Super Nintendo to create an enhanced, but 
not necessarily more innovative, version of the NES 
classic. Gone were the enjoyable minigames and 
inventory, and Mario received a new makeover as 
well as an array of new power-ups, including a yellow 
cape that afforded him the power of temporary flight, 
and a lovable green dinosaur companion in the form 
of Yoshi - a character whose grabbing tongue was 
possibly inspired by Nintendo's popular Ultra Hand 
grabbing toy, and whose name could have derived 
as a portmanteau of Nintendo's then-president, 
Hiroshi Yamauchi. This is all pure 
speculation, of course. 

Following the release of Super 
Mario Bros, it was Miyamoto's 
intention to give Mario a dinosaur 
steed — an idea said to have been 
inspired by Excitebike. In answering 
a question about how he and his team 
approached Mario sequels in the Mario Mania 
Player's Guide, Miyamoto explained the delay in 
Yoshi's debut: “Once the game is released, we 
start thinking it may not be such a bad idea to add 
another title to the series. We usually have lots of 
ideas that we haven't been able to implement yet 
A good example is Yoshi. We wanted to have Mario 
ride a dinosaur ever since we finished the original 
Super Mario Bros, but it was impossible technically. We 
were finally able to get Yoshi off the drawing boards 
with the Super NES.” 

Nintendo then followed up Super Mario World 
with Super Mario Kart. It became the best-selling 
racing game on the system, and one of Mario's most 
successful spin-off series. Mario was now showing 


Nintendo recognises this and Zeldato 


console-shifting games. If they released 
asub-par version thennot only would 
the whole perception of the franchise 


i) 


sales of the hardware. As for the 
character itself, heisas synonymous 
with Nintendo as Mickey Mouse is to 
Disney, yet a lot more contemporary. 
Over the years, they have managed to 
develop hispersonality to keeppace 
with the advances in console 
technology, so from the original few 
pixels there isnowa ‘fleshed out’ 
character with personality and 
charisma. From my own perspective, 
Mario is a reason alone to purchase any 
new Nintendo console, and I can think 
ofno greater compliment to pay. 


himself as a cultural icon, and the versatile face of 
Nintendo. In fact, his popularity had swelled so much 
that it was almost a given that the character would 
pique the interest of film studios wanting to cash 

in on his celebrity. And so Mario and Luigi did the 
inevitable, heading to the big screen for a live-action 
fetelling of their videogame antics for the 1993 movie 
Super Mario Bros, plonking actors Bob Hoskins, John 
Leguizamo and Dennis Hopper in the roles of Mario, 
Luigi and Bowser respectively. However, for all its 
promise and hype, the movie, which decides to throw 
out the colourful Mario Bros universe to place the 
brothers inside some kind of rubbish version of Total 
Recall, tanked at the box office and was branded an 
unmitigated big-budget failure, and Mario has never 
made a return to Tinseltown since. 

Mario's next big Super Nintendo release came in 
the form of Super Mario World 2: Yoshi's Island. In the 
game, Mario and Luigi were depicted as babies, with 
the player now fully assuming the role of a Yoshi and 
tasked with completing a colourful relay race to get 
Mario safely to his parents. Of course, given the infant 
ages of the brothers in the game, SMW2is deemed 
a prequel to the entire Mario series. Its story is thus 
pure retcon, as the game's ending shows the brothers 
delivered to their parents, who are seen living inside a 
house in the Mushroom Kingdom. That said, when you 
remember that before this point we were all accepting 
of the fact that Mario was the story of a gorilla-abusing 
carpenter-turned-plumber/pest exterminator who gets 
whisked away to. a mushroom land through a pipe and 
must then rescue their princess from a giant turtle king, 
we guess such changes can be forgiven. 

Released in 1996, Mario's final 
Super Nintendo outing 
saw him throw his cap 


into another new genre, [> 


oo 


THE COMPLETE HISTORY/OF- MARI 


ie MARIO MEMORIES 


Andrew Oliver 
Cofounders Blitz 
Software 

PO: We first saw Mario 
appear in the Donkey Kong 
arcade gamein 1981. A 

few years later, in 1988, 

we went to the Consumer 
Electronics Show (CES) 

in Las Vegas and were 
stunnedby the magnitude of 
the games industry and the 
size of Nintendo's presence. 
And at the heart of it allwas 
Mario. At that time, Super 
Mario Bros was at its height on the NES -| think 
they'd sold in the region of 20 million copies, 
which was incredible, 

‘AO: | remember seeing Mario Bros on 
a Japanese imported NES in about 1986. | 
remember it looking clean, slick and very 
playable. And best of all, it was instantly 
easily accessible, The first time | saw Mario 
asa character was in the arcade game 
Donkey Kong. Back then he didn’t strike meas 
abrilliant character, but he always starred in 
brilliant games. 

PO: All the Mario games are great. | guess 
we played the original a fair bit, but it was Super 
Mario 64 that proved to the world that character 
games work better in 3D. Andrew will definitely 
go for Mario Kart, as it's his all-time favourite 
game! It'sup there near the top with me, too. 

‘AO: Mario represents games of brilliant 


Yosti took y The late Ralph Baer ‘The father of videogaming’ gameplay, He's also hada lot of work done on 
cenirestage ‘Tome, Marioisa living presence, | still have the original his ‘personality’, as the graphical powers of 
inthe sequel NES and the Duck Hunt/Mario cart that goes with it. Over the machines have been updated. Each revisionhas 
re ete decades I have demonstrated interacting physically with the been very skilfully managed and has servedto 
geod Duck Hunt game in the manner of today’s Wii games. As has embellish and deepen Mario's qualities they've 
been so often the case, | was 20 years too early with those been careful neverto change his persona 
concepts. Meanwhile, who can resist playing the original Mario fundamentally, so the Mario todayis essentially 
a game when that old TV set is turned on in my demo area and a thesame guy as the Mario of the Eighties. a 


ie Iimnot bringing down those ducks by lobbing something physical at them? 


“9 w= 
On0URABLE MENTIONS 


RHI 
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FA] MARIO MEMORIES fa 


5 Martyn Brown Team 17 Founder 

Obviously, like many people, | first saw Mario in Donkey Kong, 

but he really played second fiddle to DK. It's amazing to think 

that Nintendo took the Mario character and threw him into 

the Super Mario world, as it was an anonymous character 

before then, | wasn't super sure what to make of the first 

true Mario game in terms of character, other than it being 

brilliantly playable - | was too busy with the Amigaaround 
that time anyway. | think my favourite Mario game has to be Super Mario 4, the 
first 3D offering, because it was so incredibly well-considered for its time. ‘ve 
enjoyed the past games, but they get abit too hardcore for me. Mario's remained 
so enduring because he's so charming and alot of fun. The games are generally so 
well-balanced to play that it's difficult to get too frustrated and therefore swear at 

a him, although I'm sure it's been done a few times even by me. a 


the strongest, as for its time it was a great gi 
trailblazer. Interestingly, in the days of Donkey 
Kong and Super Mario Bres the character 
image was pretty indistinct and heavily 
pixelated. Later games featured him as an 
image, and] think that is when he started 

to be identified, but Mario 64 was the first 
game, | think, that really madea character 
out of him, for example, when he spoke 

‘on thetitle screen of the game. If anything, 
especially in the USA, | think he has become 
the icon of Nintendo. Other factors - like the 
fact thathe seems torun like a toddler does 
~makeshim pretty endearing, He is apretty 


David Braben 
Co-creator of Elite 
Ithink my first 
experience of Mario 
was in a pub, with the 
original Donkey Kong. 
To behonest! didn't 
particularly register 
the character, more the way the game was 
played, which seemed a little bizarre at the 
time! Mario 64 on the Nintendo 64 was the 
first Mario game | really enjoyed playing, 
as itwas, for meat least, less annoying 
than the previous outings. Later games are 


[Wii] Mario returned top form following two superb Galaxy Wiittles that are 
literally out ofthis word, 


Super Mario RPG: Legend Of The Seven Stars. 

The game was a mixture of isometric platform 
RPG and turn-based battles, and the game's visuals 
utilised the snazzy ACM graphics techniques seen in 
Donkey Kong Country. But coming late in the Super 
Nintendo's life, and only released in the US and Japan, 
it was largely missed by many on its release. 


MARIO REACHES 64 


Another new console saw another groundbreaking 
entry in the Mario series come, this time in the form 

of Super Mario 64 for the N64. Always innovating, 
Nintendo once again sought to revolutionise the 
platform genre, and in doing so proved undoubtedly 
that the creative, fun, engaging and abundant gameplay 
of previous Mario adventures could adapt to a true 


b> this time the RPG with the Square-developed 
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great too, but Mario 64 sticks in my mind nonthreatening character. a 


3D polygon world unscathed. The N64’s analogue 
controls also worked overtime to further enhance the 
experience. With a wealth of new acrobatic moves 
at Mario's disposal, Mario 64 turned him from 
Portly jumpy plumber into a gaming Baryshnikov. 
Finally, through a series of open-ended levels 
-all connected by a castle-shaped hub — that 
unfurled with each revisit, it offered players the 
chance to really immerse themselves in the 
colourful and enchanting world of the Mushroom 
Kingdom. It was truly the gaming equivalent of 
chasing the rabbit down to Wonderland, and with the 
inclusion of Mips the rabbit in the game, who spouted 
dialogue very similar to Lewis Carroll's tardy White 
Rabbit, this notion was clearly not lost on Miyamoto 
and his EAD team. 

Fallawing the release of Mario 64, Mario himself 
then broke into even more game genres with the first 
entry in the Hudson-developed Mario Party series. And 
the N64 era also saw Mario return to his NES sporting 
roots in Mario Golf and Mario Tennis, before appearing 
in the first Syer Smash Bros and making his final 'so 
long’ for the console with Paper Mario. 

Owing to the early release of Mario 64 on the N64, 
it comes as a surprise to many that a sequel was never 
released on the system. Well, in actual fact, for a time 
a Mario 64 sequel was in development, albeit for the 
64DD. In 1997 Miyamoto revealed at E3 that work had 
started on the game. However, following the disastrous 
launch of the add-on in Japan, and its subsequent poor 
domestic sales, Nintendo promptly stopped support for 
the hardware and the game was scrapped. 


During Nintendo's Space World event in 2000, the 
company showcased the power of its brand-new 
console, the GameCube, with a Mario tech demo 
dubbed Super Mario 128. The short demonstration 
showed a large 2D Mario splintering into 128 smaller 
versions that ran across the surface of a globe. It 
showcased, for the first time, the ‘sohere-walking’ tech 
that was to be later utilised for Super Mario Galaxy. 

The following year, however, and at the same show, 
Super Mario Sunshine was unveiled to the crowds, 
and while it shared little likeness to Super Mario 128, 
it was formally announced as the official sequel to 
Mario 64. Apart from a story that saw Mario partaking 
in a spot of community service after the squeaky 
plumber is forced to clean up the mess left by a 
muck-spraying imposter, Sunshine stuck very close 
to Mario 64's template. 

Set in the sun-drenched Isle Delfino, Sunshine kept 
the hub structure of Mario 64, and progression stil 
telied on the collection of Shine Sprites. As well as the 
3D return of Yoshi, the most novel feature in Sunshine 
came in the form of an odd rucksack armament called 
FLUDD (Flash Liquidizing Ultra Dousing Device) that 
Mario could use not only as a cleaning weapon but also 
as a way to help get around the stages. Clever aiming 
of the FLUDD's spray nozzles could launch Mario up 
into the air and even afford him a handy spray-powered 
speed boost. However, the device quickly became a 
bone of contention with many fans when they soon 
discovered that it hindered the responsive control 
of Mario, and made retrieving stars almost feel like 
Mario-endorsed GCSE physics exercises. 


Ste Pickford 

Legendary 8-bit coder 
Definitely Donkey Kong in 
Stockport Arcade, or maybe on 
holiday in Blackpool or Southport. 
Ofcourse, | never knew that was 
actually Mario at the time. I could 
never get past the second screen, 
but! must have spent dozens of 10p pieces trying. 
The first real introduction | had to Mario was at 
Rare. We hada meeting there in about 1988, and 
they showed us Super Mario Bros on aNES. We 
must have just screwed our faces up because of 
how ugly it looked. We were heavily into developing 
Amiga and Atari ST games at the time, andwe 

had sort of graduated from blocky four-colour 
graphics to higher res 16-colour graphics with 
large, non-repeating bitmaps. The Stampers told 

Us to ignore the act that it didnt look that good, and 
insisted that we play it because it was better than 
any Amiga game. We laughed, but | think they lent 
usa NES with acouple of games, and sure enough, 
‘Super Mario Bros was brilliant. The ironyis that the 
simple, functional graphics of SMB have dated much 
better than the overworked Amiga graphics of the 
same period, Without a doubt, my favourite Mario 
‘games Super Mario Bros 3. We were developing 
NES games ourselves when it was released and 

\we were just blown away by howmuch better this 
gamewas than anything we were working on at 
the time. Itwas at that point that Ifirst began to 
appreciate what a great designer Mr Miyamoto was, 
and what a great developer Nintendo is. They were 
streets ahead of everyone else inthe world at that 
time. That game introduced so many new ideas, 
andhad so much imagination - every new level was 
surprising and delightful. | don't think that level of 
consistentinvention in one gamehas been matched 
by any game since, until Super Mario Galaxy, but 
‘Super Mario Bros 3 wins for me because of the big 
impression it made on me when | was younger. 


With Mario Sunshine failing to capture or stir up 
the same level of popularity as previous big-budget 
Mario titles, and it becoming increasing likely that 
the GameCube would become Nintendo's most 
unsuccessful console to date, outwardly it seemed 
that the once-infallible videogame giant was finally 
losing its grip on the market it formerly dominated, 
and Mario seemed to echo this sense of dispassion, 
appearing in a series of decent but uninspired sports 
sequels — Mario Power Tennis, Mario Superstar 
Baseball and Mario Golf Toadstool Tour — following a 
good but equally uninspired Mario Kart sequel with 
Mario Kart: Double Dash!!. But just as it seemed 
Nintendo was becoming crestfallen by its fall from 
greatness, the Wii happened and changed its fortunes 
in @ way that nobody could have predicted. 


[Switch] Super Mario Odyssey lets you take control of the plumber's foes by 
using his brand-new ‘Cantu’ aby 


THE: COMPLETE HISTORY OF MARIO 


Obtesey 


Both Mario Galaxy and 
Mario Galaxy 2 stand as 
nigh-on flawless examples 
of expert game design, 
and rank among the best 
games in the Mario series. 
By making inspired and 
sensible use of the Wii's 
Motion-sensor controls, Nintendo was able to recapture 
the keen sense of fun, exploration and enjoyment 
that dazzled gamers in Mario 64. Making use of the 
sphere-waking technology first demoed in Super 
Mario 128, Miyamoto and his team shot for the stars 
by opting to set the games in outer space, with levels 
taking the form of galaxies, all filled with individual 
planets and worlds to explore. Like Mario 64 before 
it, the controls were also wonderfully implemented. 
Players could steer Mario in comfortable fashion, but 
also aid him using the Wii Remote, which, through an 
on-screen reticule, could be used to suck up ‘Star Bits’ 
and launch Mario between planets, The Galaxy games 
also saw a return of the costume-style power-ups 
of old, including a bee costume that gave Mario the 
power of flight, a spring suit to heighten his jump, and 
the first 3D iteration of the Fire Flower. 
Complementing these two interstellar adventures 
was another Paper Mario game, and é real return 
to the character's Famicom roots in the four-player 
platformer New Super Mario Bros, a game that 
brought simultaneous multiplayer back to the series 


“THIS INDUSTRY 
WOULD Be AFAR 
GLuUmMmMeER PLACE 
WITHOUT MARIO” 


all of my 


[N64] Mario 64 was a landmark game for the 
Nintendo mascot, andit set a high benchmark 
for future 3D games to try tomeet. 


for the first time since the 
original Mario Bros. 

Mario's adventures 
continued on Nintendo's next 
hardware releases with New 
Super Mario Bros 2and Super 
Mario 3D Land for Nintendo 
3DS and the excellent Super 
Mario 3D Werld on Wii U. The 
Wii U got another surprise 
in the form of the brilliant Super Mario Maker, which 
allowed players to create their own levels and share 
them online. It was later released on 3DS. The eighth 
Mario Kart also made its debut on Wii U and introduced 
F-Zero-styled anti-gravity sections. 

And then came the Switch in March 2017. 
Nintendo's most current games machine showcases 
a hybrid design that lets it straddle home console and 
handheld roles. The system launched with a brillant 
Zelda title, Breath Of The Wild, but the heroic plumber 
didn’t surface in a new adventure until October that 
year. It would turn out that Super Mario Odyssey 
wes worth the wait. Enabling Mario to take contro! 

(or ‘Capture’, get it?) creatures by flinging his hat at 
them, the Nintendo icon's newest outing continues the 
series’ runaway success, selling 9.07 million units by 
the end of 2017 alone. 

Mario's long-term success is nothing short of 
a magnificent achievement. Always entertaining 
and almost always innovating, love him or not, you 
cannot deny that this industry would certainly be a far 
glummer place without him. * 
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A DECADE OF GREAT INNOVATION AND SEISMIC SHIFTS 


to this day. Consoles finally took over from home computers 

as the systems of choice for many gamers, while Japanese 
developers (who had largely been confined to the arcades) began to lead 
the charge for many genres, from platformers and shoot-‘em-ups, to 
survival horror and fighting games to name just a few they excelled in. 

8-bit micros still bravely battled on, but many gamers were focused 

on 16-bit systems like the Amiga and Atari ST, which were far more 
capable of embracing the move to 3D games. Still, it was becoming 
clear that consoles were finding it far easier to deliver the 3D-focused, 
arcade-like experiences that gamers craved during this period. It wasn’t 
all bad for computers, though, as PC titles like Command & Conquer and 
Doom proved, but change was coming, and as big businesses continued 
to replace the cottage industry that had kicked things off for most of the 
Seventies and Eighties, the expectations of gamers shifted accordingly. 


[| There was a distinctive shift during the Nineties that continues 


GAMES OF THE DECADE 


1994 


SENSTBLE WORLD 
OF SOCCER 


1993 
DOOM 


1990 1991 


Sega's supercharged sequel 
appeared to be everywhere 

in 1992, largely thanks to an 
aggressive $10 million marketing 
campaign that not only saw 
Sega's sequel receiving a global 
UK/US launch, but also the 
invention of a brand-new day, 
namely ‘Sonic 2sday’. It's also the 
best Sonic game [Hey! - Nick]. 


Capcom's brawler was always 
going to make the cut. After 

all, it massively improved on its 
ropey predecessor, introduced 
gamers to the joys of combos, 
letyou play as a host of iconic 
characters and created a 
template that countless 
developers copied (with varying 
degrees of success). 


We're always hesitant to 
suggest that a game is perfect, 
butit's hard to see how Mario's 
first 16-bit adventure doesn't 
deserve such a lofty accolade. 
Itremains as satisfying to play 
today as it did in 1990 thanks 
to its exceptional level design, 
balanced play mechanics and 
challenging structure. 


A 1990 


1990 
Codemasters reveals the ‘APRIL 

SNK releases the Neo-Geo 
MVS inarcades and the 
ES in homes. Both pieces 
dware have identical 


cutting-edge tech, 


Nintendo starts 
the Nntendo Wor'd 
Championshps.Its custom 
cartridge will eventually 

sell for thousands 


Game Genie this year, 
iginally for use on the 
Afierce court battle 
but the Codies 


will 
NE 
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id Software's shooter was a huge 
deal on release, shaking up the 
concept of what PC games were 
capable of and laying blueprints 
for the first-person shooter genre 
in the process. Doomhelped 
establish competitive multiplayer, 
delivered cutting-edge tech, 
played like a dream and spawned 
countless clones. 


arcades 
heaviy channels futuristic 
ilms Uke Running Man 
and RoboCop. 


Before FIFA came along and 
rewrote the rules of football, SWOS 
was considered the definitive 
football videogame (and some 

will stil happily die on that hill). 
While itwasn’tthe most accurate 
representation of the sport, it 
offered anintense competitive 
experience that few sports games 
of the time could match. 


1990 
‘APRIL 

THQ is foundedby Jack 
Friedmann Agoura Hils 
The company nal 


an abbreviation 
headquarters: 


to 


AS TOLD BY GREGG MAYLES 


RARE’S DESIGNER LOOKS BACK AT THE DECADE THAT DEFINED THE STUDIO AS A 
SERIOUS PLAYER AND OFFERED EXCITING NEW PROSPECTS FOR DEVELOPERS 


If the Eighties had been a time of 
[] experimenting and staking a claim 

on the still-blossoming videogame 
market, then the following decade really saw 
the games industry begin to grow up. “The 
Nineties felt like the decade when gaming 
became mainstream,” begins Gregg when 
we ask him about the era where Rare rose 
to dominance, “where it shook off some 
of its introverted ‘hobbyist’ image and 
transformed itself into a recreation that a 
much broader audience enjoyed. It even 
started to become an aspirational industry to 
work in, rather than a, ‘You do what!?’” 

While the games industry certainly felt 

like it had become more established during 
this period, elements of it still felt fresh and 
exciting for those working within it and the 
gamers that enjoyed their games. “It was 
probably the most innovative period,” admits 
Gregg. “Games moving from 2D into 3D 
was by far the biggest change, but it also 
heralded the establishment of many game 
genres - most notably first-person shooters. 
Handheld gaming became widespread 
thanks to the Game Boy, and Nintendo also 
established the blueprint for which most 
controllers would follow. By the end of the 


1995 


Nineties, the Dreamcast hinted 
at the massive phenomenon that 
online gaming was to become.” 

Of course, one of the biggest 
shake-ups of the decade was 
the introduction of Sony's 
PlayStation, something that isn’t 
lost on Gregg. “For the early part 
of the Nineties, nothing seemed 
to suggest that Nintendo and 
Sega wouldn't continue their 
somewhat polite rivalry, with the Super 
Nintendo and the Mega Drive both being 
capable machines with great games,” Gregg 
continues. “Then the big brash newcomer 
crashed onto the scene! Sony's PlayStation, 
full of CD swagger and 3D cool, really shook 
things up and set the industry on a path 
that it is still largely on today. Nintendo 
responded to this challenge with the N64, 
but sadly it was the beginning of the end for 
Sega as a hardware creator.” 

The Nineties wasn’t just a time when 
new console rivals emerged, it was also a 
period of some truly phenomenal games 
and ones that were truly genre-refining, 
too. “In terms of games, Super Mario 64 
absolutely defined the decade for me,” 


1997 


\ Retain 


THE1990s, 


highlights Gregg. “The sense 
of freedom was magical, Mario 
running gleefully around the 
grounds and into the castle was 
symbolic of the direction it took 
the industry towards. Whilst not 
the first first-person shooter, 
Doom established a genre that 
is still dominant 25 years later, 
and | clearly remember one 

late night working on Donkey 
Kong Country trying to download the 

initial single-level demo and being wowed 
by its accomplishment.” 

And then, of course, there's that critical 
move to 3D, a painful transition that was first 
hinted at during the Eighties, but solidified 
during the Nineties as developers harnessed 
its exciting capabilities and possibilities for 
games, both in the home and in arcades, 
“On more a personal level, myself and 
Rare found the transition from 2D to 3D 
liberating,” Gregg concludes. “Challenging 
in many new ways, but so exciting! We were 
amongst the first to use 3D models in our 
games, but once we went fully 3D there was 
no looking back. It finally felt like you were in 
a game, rather than looking at a game.” 


1998 1999 


ERAN TURTEMO 


It's easy to pick Polyphony 
Digital's racer apart today, but 
it's also easy to forget just what it 
brought to the table back in 1997. 
Gran Turismo offered incredible 
visuals, a wealth of tweakable 
options, two huge game modes 
and an exceptional number of 
licensed cars. We call itthe flight 
sim of racing games. 


METAL GEAR SOLID 


An amazing year of videogames 
Mmeantthis wasn't an easy pick, 
but Hideo Kojima’s epic just 
sneaks into the lead. Metal 

Gear Solid arguably laid the 
groundwork for videogames being 
heavily influenced by movies and 
italso created the blueprints for 
the multitude of stealth games 
that followed. 


COMMAND € CONQUER 


Westwood’s excellent real-time 
strategy opus is very much like 
Doom —it wasn'tthe first game 
of its type, butit was the one 
that ultimately shaped the genre 
itfound itself in. Also like Doom, 
Command & Conquer's success 
led to many copycats and it 
spawned a successful series of 
sequels and spin-offs. 


SHENNIUE 


Granted it was released right 
atthe end of the year, but there 
was still nothing quite like Yu 
Suzuki's Dreamcast game in the 
11 months that preceded it. It 
might not have matched every 
gamer's expectations, but that 
was always going to happen 
considering the sheer scale of 
developer, Yu Suzuki's ambitions. 


Core Design's game is not only 
important for redefining adventure 
games, but for also creating an 
iconic character thet transcended 
videogames — one Lara Croft. 

It's notable as well for offering 

an incredible sense of scale and 
exploration of its world and tombs, 
something thatthe newer games 
simply haven't bettered. 


1990 
NOVEMBER 

The Super Famicom 

launches in Japan, 
Available games include 
F- )and the pack-in, 
ario World. 


MY .o UW 1... Vy 


aAuGusT SEPTEMBER 

Atari Games’ PitF Amstrad releases its 
hits arcades. The o GXAO00. Despite Looking 
one brawler becomes a like a Sowspeeder, it will 
big success thanks to ts gai traction ard 
digtsed visuals. became flop. 


1990 WY 100.0 Vy 
OCTOBER OCTOBER 


The Game Gear, 


The Secret Of Monkey 
island sets sal from 
LucasArtsandim 
charms the 
world over. 


include Columns, Pengo 
and Super Monaco GP 


Super 
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Nintendo, 1990 


SNK, 1990 


REVENGE OF 
THE CONSOLES 


The Nineties was a remarkable decade, in which games went from 2D visuals 
and chiptunes to complex 3D graphics and rich CD-quality audio. The videogame 


market shifted towards consoles during the Nineties, as the world was first 
captivated by the 16-bit console war, and subsequently enthralled by the 3D 
capabilities of the PlayStation. The power of consoles increasingly began to rival 
that of arcade machines, ultimately leading to convergence at the end of the 
decade. The market for diverse home computers also faded away, replaced by the 
dominance of the PCs that had grown out of the old IBM compatible machines. 


SUPER NINTENDO, 


AA 


se.ect 


sus 
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Sega, 1990 


Commodore, 1992 


Sega, 1994 


It took its time in creating a 
successor to the NES, but 
Nintendo's patient approach 
ensured it had a powerhouse on 

its hands - the SNES could handle 
more colours than the competition, 
and advanced scaling and rotation 
effects. Of course, the game library 
is legendary too, starting with two 
classics in Super Mario World and 
F-Zero and accumulating many 
more from there. The console 
quickly overtook the PC Engine in 
Japan, but faced a fierce war with 
the Mega Drive internationally. 
Despite the competition, it was 
the best-selling machine of its 
generation with 49.1 million 

units sold worldwide. 


1990 


DECEMBER 


existing HuCar 
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The first home console from SNK 
offered true arcade quality, as it 
used exactly the same hardware 

as its arcade games. The price was 
prohibitive and relatively few players 
bought consoles, but the long life of 
the arcade hardware and hardcore 
nature of Neo-Geo collectors kept 
the system alive until 2004. 


This entry into the handheld market 
shared the Atari Lynx's primary 
problem — poor battery life due to a 
backlit colour display, However, the 
Game Gear was easy to develop 
for thanks to its Master System- 
based hardware, and games like 
Sonic The Hedgehog ensured it 
sold reasonably. With relatively few 
great exclusives, its popularity has 
dwindled over time. 


The final entry-level Amiga from 
Commodore was the last gasp of 
the old home computer market, 
which was giving way to the PC/ 
Mac duopoly, Though the AGA 
chipset was an improvement, it 
didn’t offer a compelling reason 
to choose the Amiga over other 
computers, and Commodore was 
bankrupt two years later. 


1991 
FEBRUARY 


The Satuin was an undeniably 
powerful piece of kit, but it was 
certainly not a friendly one — 
developers struggled to make the 
most of its dual CPUs and video 
processors. The complexity of the 
hardwere also made it expensive, 
with a launch price of £400 - which 
was undercut by Sony and its 
PlayStation. Despite hosting great 
conversions like Sege Rally and 
Virtua Fighter 2, the Saturn failed 
to gain a foothold in the west. 
The system fared better in Japan, 
and became a favourite amongst 
import gamers and 2D aficionados. 
Just 9.2 milion Saturn consoles 
were sold worldwide, making it an 
undisputed commercial failure. 


6 PLAYSTATION 7 NINTENDO 64 


Sony, 1994 


Nintendo, 1996 


8 DREAMCAST 9 GAME BOY COLOR 


Sega, 1998 


Nintendo, 1998 


It might not have had a renowned 
in-house development team, but 
what Sony did bring to the market 
‘was brand recognition, wads of 
marketing cash and a friendlier 
approach to third-party developers. 
The machine was easy to work 
with, leading to visually superior 

3D games compared with the 
competition, and it was priced 
affordably. Consumer expectations 
changed over its lifetime, with 
arcade experiences like Ridge Racer 
giving way to content rich games 
like Gran Turismo. Though early units 
frequently suffered CD-ROM drive 
failures, the system was a success, 
becoming the first ever console to 
sell over 100 million units, 


fig approach 
jown Well. 


goes d 


The N64 was designed by the 

3D hardware specialists at Silicon, 
Graphics Inc, and with it Nintendo 
made huge leaps in 3D game 
design - games like Super Mario 64 
and The Legend Of Zelda: The 
Ocarina Of Time are rightly regarded 
as all-time classics. However, 
Nintendo's decision to stick with 
ROM cartridges meant high prices 
and low storage capacity, causing 
‘many players and developers to 
choose the PlayStation. While it 
was a strong competitor to Sony's 
console in North America, the 
Nintendo 64 lagged far behind it in 
other regions and finished its life 
with 32.9 million units sold, 


At long last, Sega delivered some 
great hardware — it was considerably 
easier to work with than the Saturn 
had been and more affordable for 
‘consumers, though its internet 
capabilities were perhaps a step 
ahead of the market. However, 
Sega's past mistakes had alienated 
key developers including Electronic 
Arts, and while the system had a 
great line-up of games, few of them 
matched the market's growing 
taste for longer, more cinematic 
experiences. Hindered by marketing 
blunders and anticipation of the 
PlayStation 2, the Dreamcast failed 
to turn a profit and Sega left the 
hardware market to become a 
third-party publisher. 


1991 
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Having finally managed to get 
acceptable battery life from a 
handheld with colour display, 
Nintendo elected to upgrade its 
ageing Game Boy. The system 
‘was very popular, particularly due. 
to the Pokémon games, but was 
also short-lived — its successor, the 
Game Boy Advance, was released 
‘two-and-a-half years later. 


THE|NINETIES; 


OTHER SYSTEMS 
FROM THE NINETIES 


GX4000 ¢ Amstrad, 1990 


Amstrad's attempt to energise 
its dated home computer 
hardware in console form was 
met with an overwhelming 
rejection from consumers. 


Jaguar Atari Corp, 1993 
This cheap and relatively capable 
machine was Atar’s last roll of 
the dice. Unfortunately, it had too 
few killer games end a later CD 
add-on didn’t help. 


3D0’s various manufacturers 
couldn't lose money on hardware 
as they made no money on 
software, and high prices 
scuppared the system 


Neo-Geo Pocket Color ¢ 
SNK, 1999 

This Game Boy Color competitor 
had great games, specs and 
battery life, but SNK’s financial 
woes helped bury it 


WonderSwan ¢ Bandai, 1999 
Bandai’s wealth and licensing 
muscle allowed this handheld 

to gain a reasonable Japanese 
audience, but the monochrome 
display dated it 
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THE RISE OF THE 
WORLD WIDE WEB 


Words by John Szczepaniak 


IT FERMEATES EVERY ASPECT OF EVERYONE'S LIFE - FACILITATING, 
MOHITORING, SOMETIMES EVEN CONTROLLING YOUR ACTIONS. BUT 
THE BIRTH AND RISE OF THE WEB, AS WE KHOW IT TODAY, IS HAZILY 
REMEMBERED. WE TRAVEL BACK TO THE WINETIES TO SEE IT GO ONLINE 


» Sir Timothy Berners-Lee invented the World 
Wide Web, emphasising visuals, interaction, and 
hyperlinks. (Image courtesy of CERN). 


Like a lot of publishers, Working Desians had 
website. What's unusual is Victor Ireland was 
known to talk directly with fans on forums 


» Matt Pannelig, “age unknown” according to his 
About Me section, encapsulating much of the early 
web in his Final Fantasy Land site from 1998, 
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computer to dial his school’s network to change grades? It's a good 

tepresentation of the early internet as conceived in the mid-Seventies: 
computers interconnected to others in a network over phone lines, sharing data 
and displaying text - somewhat dull and also quite different from the World Wide 
Web. The internet is computers joined by cables; the web is an abstract virtual 
world of images and sounds built by people. The mistake is so common the web's 
creator, Sir Timothy Berners-Lee, dedicates a section online (w3.ora) explaining the 
difference. It was December 1990 when Sir Berners-Lee, together with a team 
at CERN, launched the first web browser and gave the internet form, and also 
humanity a new method of expression. 

Media reaction was eclectic, drunk on the web's potential. Hollywood produced 
a glut of techno-paranoia films; the BBC's Tomorrow's World ran documentaries; 
beginner's ‘cyberspace’ books were published. All struggled with the nomenclature 
and imagery to describe the web. Over time, games magazines led the way, 
naturally, many with dedicated sections. Games World had its Cyberville, while 
Computer And Video Games had CVG World to document the online world. Even 
Manga Mania had its CyberDrome column, written by award-winning British sci-fi 
author Jon Courtenay Grimwood. 

With many UK magazines starting columns, it seems almost like there wes a 
push from above to indoctrinate the public. But Jon doesn’t think so, “The web at 
the start was pretty niche, and thinking about it in cultural terms even more so. If 
there was a push, it was subtle enough not to be noticeable. | don’t think anyone 
up the food chain thought, ‘We must cover this.’ It was a ground swell of geeky 
people thinking: ‘I’m going to write about this!’ It was the aftermath of cyberpunk 
and we all happily assumed games, computers and reality would ultimately 
mesh. My columns reflected what interested me, influenced by games, reading 
New Scientist, whatever | was researching for my stories. I'm not sure how | got 
the gig. Maybe simply emailing and suggesting it. That was still possible then; | got 
gigs at the Guardian and Independent doing just that.” 

Little did magazines realise their latest opium was also their executioner. 

As websites matured, taking on further roles — albeit faster and free — print 
media endured an agonising exsanguination. Tips mags folded first, thanks 
almost single-handedly to GameFAQs. Created by Jeff ‘CJayC’ Veasey, its 
popularity and growth is one of the web's greatest success stories. Aiming to 
provide advice for every game in existence, its importance can’t be overstated. 
Long-time GameFAQs moderator and staff member Jack Hebb describes his 
conversion away from print: “| was impressed how much info there was. I'd 
search for cheats, tricks, GameShark codes, and after many AOL searches 
repeatedly pointed to GFAQs, | decided it was the go-to source. Rarely has there 
been anything | couldn't find. Given how reliable it was, and easier than digging 
though Nintendo Power magazines, | was hooked.” 
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R emember in 1983’s WarGames, when Matthew Broderick uses a 


1991 
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» Hypnosoace Outlaw (PC) is a game which plays 
on nostalgia, trying to replicate the feel of old 
pre-millennium websites. 


» Many old websites have died — in fact, the whole 
of GeoCities is gone. But Acts Of Gord, satirising the 
struggles of a games store, is sill very much alive! 


» Launched in 2001, and running on web browsers 
via Java, RuneScape was a landmark free-to-play 
MMORPG having over 200 million user accounts, 
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Magazines like ( embraced the web as early as 


» The Next Generation website circa 1996, somewhat dry A 
1996, but prioritised its print product 


and sterile compared to other games websites of the era. 


The web was also the new frontier for the technoliterate The inception of _ a 


INTRODUCING 


console emulation is intrinsic with the web. Z s was an early hub 
for collaborators. Site founder Brad Levicoff explains, “| wanted something 
interactive, forums where people could request and provide help. | wanted to 
take advantage of things emulators were capable of - new concepts like save 
states and movie recordings via capturing controller input. | looked around, 

but there wasn't a site that had everything — news, emulators, save files, 
forums, etc. Archaic Ruins and Node99 were the closest, but weren't constantly 
updating. So | said: ‘Why not make one?’” 

) in rode the zeitgeist as emulation evolved. Brad puts it 
succinctly, “It was an exciting era, the genesis of the web as we know it, and a 
giant mess at the same time. Web design was hit-or-miss, graphics and music 
files would cause your 28.8Kbps dial-up modem to take ten minutes to load a 
page, and all sorts of broken links took you to places you never intended. But as 
time went on gaming sites improved. Sega tried to be the forefront - remember 
The Sega Channel? How about the Dreamcast's build-in modem, or S 
pass disc? It all seemed so futuristic...” 

Given the last 30 years, a sense of nostalgia has risen. Forums have topics 
discussing Ge es sites long deleted, many creators just kids at the time. Art 
imitates life and in March 2019 aw was released, a game inside 
a satirical reimagining of the web. lsceant Jay Tholen explains, “The early web 
occupies a strange chunk of my memory. | recall more of the media hubbub 
and bizarre CGI ads of people ‘surfing information superhighways’. Not knowing 
the boundaries of possibility made the old web feel like an adventure. People 
online back then started with a blank slate; so much personality could be relayed 
through how one might structure their site. Pages were often garish and hard to 
navigate, but I'd rather that over the sterllity of social media. Hyonospace is both 
a celebration of the freedom inherent in a new medium and a critical look at the 
world of investors and whiz-kid stertups.”” 

It's important to acknowledge that for those who discovered the web in its 
formative days, each person's experience differs. These are highlights. We invite you 
to the forum on forum.retrogamer.net to share: how did you discover the web? 


» Introducing C 
republished as (Oy 
{1885 i ratty much bow every Book/ 
‘magazine/article portrayed the web. 


(1981), later 


» The mid-Nineties saw most games 
‘magazines running sections dedicated to 
the weird end wonderful on the web. 
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20 
THE NINETIES WAS THE DECADE THAT SAW a 
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OIE OF GAMING’S BIGGEST TECHNOLOGICAL 


Working at Bullfrog in 

the Nineties, Alex was @ 
designer for games such aS 
Magic Carpet, Hi-Octane 
and Dungeon Keeper 2. 


Together with brother Chris 
‘Andrew, lan designed 
pioneering 3D gemesin the 
Eighties and early Nineties 
using the Freescape engine: 


Asia game designer et 
Sega AM3, Ogasawara 
worked on 3D games 
including Gunblade NY, The 


Lost World and Jambo!. 


y 1992 \ y 1992 
OCTOBER NOVEMBER 
Play magazine Sonic The Hedgehog 2 


its Wil Overton Sai ett 2 
introduces the world to 
Tails and releases an 
Sonic 2s Day 
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lenty of graphical fads gained 

popularity in the Nineties, but 

have virtually disappeared today. 

We quickly learned that FMV was a 

poor basis for a game, and it’s rarely 

used today. When was the last time 
you saw digitised sprites, or prerendered 3D ones 
for that matter? But today, many console games 
use 3D polygonal graphics - and that’s been true 
ever since that turning point when 2D sprites fell 
out of favour, in the latter half of the Nineties. 

For almost as long as we've had videogames, 
people have been attempting to represent 3D 
spaces in them. Early developments began in the 
Seventies — on the mainframes, Maze War was a 
precursor to first-person shooters and Spasim used 
wireframe models of spaceships, while arcade 
players got a first-person driving experience in Night 
Driver. 3D games developed further in the Eighties, 
with the arcades leading the way. Battlezone used a 
vector display to represent 3D tank battles in 1980, 
and the technologically important (if commercially 
unsuccessful) |, Robot used filled polygon graphics 
in 1983, By the end of the decade, Japanese 
developers were introducing the first arcade boards 
designed specifically for polygonal graphics, Namco’s 
System 21 and Taito's Air System 

In the home, games like Elite and Starglider had 
used wireframe 3D graphics, but filled 3D was 


1993 
JANUARY 
Future launches 
GamesMaster magazine to 
complement the TV 
it covers all 


? 


Star Wars: ¥-Wingflies 
onto c 

sm goes down extrem 
wellwith fans, leadng to 


[PC] Untike its 
predecessor, Doom, 
Quake uses rea 

nd does 


‘game's objects. 


very rare — and lan Andrew, formerly of Incentive 
Software, can explain why. “As a games designer 
and publisher in the Eighties, we faced the choice of 
going aver to the new consoles or staying with the 
8-bit home computers. | didn’t like the idea of losing 
control of what and when we published to 2 console- 
maker, so | instead planned to do something different 
on the home computers.” The result was the 
Freescape engine, which allowed players to navigate 
3D environments from a first-person perspective. 
“We spent over a year developing the Freescape 
game engine, my brother Chris being behind the 
coding and program design,” lan recalls. “One 
experienced programmer told me it could not 
be done.” This motivated lan and Chris to get it 
finished, but the task came with plenty of difficulties. 
“Organising the depth of the 3D objects in a 
scene was the biggest challenge. As pixel-based 
z-buffering was hugely processor-intensive, we had 
to find a way around this problem, We came up with 
‘box buffering’. It was an innovative solution that 
speeded up the accepted slower way hugely.” Even 
with optimisation, using machine code to speed up 
the process, Driller —the first Freescape game — had 
very limited performance. “| designed the game 
around the fact that the framerate would be about a 
frame a second on the 8-bit machines,” lan explains. 
This was a monumental achievement at the time, but 
also one which highlights the reason why 3D games 
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The FM Towns Marty is 
released in Japan. Gamers 
‘around the world drool 
over its amazt ade 
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weren't so widespread — the level of performance 
severely restricts the types of games you can make. 
Even with the advent of 16-bit computers in the 
mid-Eighties, 3D games on home systems tended 
to look abstract and suffer restrictions on speed and 
complexity, as compared to their 2D counterparts. 
As a result, advancements were primarily made in 
the arcade, where the high cost of dedicated 3D 
hardware could be justified. Sega had held leadership 
in pseudo-3D sprite-scaling games during the 
Eighties, but Namco and Taito had introduced true 
polygonal 3D games at the end of the decade. The 
first major advance of the Nineties came in 1992 
when Sega introduced the Model 1, a powerful 
polygon-pushing board. Having spent the Eighties 
working on the ‘Super Scaler’ games, Yu Suzuki 
and the AM2 team had made the leap to full 3D to 
provide a flagship game in the form of Virtua Racing. 
However, 2D games were as much a target es 
rival 3D games, according to Shinichi Ogasawara, 
a game designer who spent the Nineties at Sega's 
AM3 division. “I personally think Sega needed to 
beat the Street Fighter series in Japanese arcades. 
However Sega knew that it was a very tough 
mission, as they featured excellent game design 
and graphics." Initially, Sega attempted to use its 
2D sprite-scaling technology to create a 3D game 
design. “ Dark Edge was one of the counter games 


down, a weapon 
based braw! 
in feudal J 


9 
ed ina 
CD drive happy. 


» [Arcade] Enemy 
animations in 
Gunblade NY were 
designed on an 
arcade stick and 
buttons due to a 
lack of standard 
3D tools, 


[Arcade] Sega's 
Model 2 technology 
was extremely 
impressive and was 
utilised for games 
like Top Skater. 


against Street Fighter, with a sense of 3D, but it 

was not successful. The last strategy for Sega was 
bringing new technology.” Using the Mode! 1 board, 
AM2 created the hit fighting game Virtua Fighter. 
“3D looked very different and was a new experience 
for the players, and allows for different game designs 
from 2D games,” Ogasawara adds. 

This technology opened up a huge performance 
gap with the existing 16-bit home consoles. Though 
the Mega Drive had displayed simple polygonal 
graphics in games like LHX Attack Chopper, there 
was no way it could pull off a convincing rendition 
of Virtua Racing or Virtua Fighter. Ironically, it was 
Sega's bitter rival that would show the way forward, 
as Nintendo released the 3D shoot-em-up Star 
Fox in 1993 - each cartridge contained a Super 
FX chip codesigned by Argonaut, included to 
accelerate the processing of 3D graphics. A year 
later, Sega released a Mega Drive version of Virtua 
Racing featuring the similarly functional Sega Virtua 
Processor. However, even these advances wouldn't 
be enough for those consoles to keep up. 

A technological arms race was on in the arcades. 
Namco soon outperformed Sega's Model 1 with 
the System 22 and Ridge Racer in 1993, which 
introduced texture mapping. Sega quickly fired back 
with Daytona USA on the Model 2 board, which 
incorporated texture mapping technology from 
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‘A technique for colouring 
polygons, designed to 
give the appearance of 
‘smooth curved surfaces. 
In these untextured shots, 
Battle Arena Toshinden 2's 
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The track in Atari's Race Drivin’ 
es filled polygons with no shading 
applied, The scenery is sparse, with the 2D 
background providing the majority of the 
track's theme. 


93: Namco's Ridge Racer introduces 
fully texture-mapped tracks, with 
significantly more trackside detail. Cars use 
Gouraud shading, giving them a smoother 
look than in other games. 


and visible drivers. 


> military contractor GE Aerospace, with texture 
filtering for a smoother look. Other companies 
Started to introduce their own new or updated 3D 
technology, including Midway, Konami and Taito. 
The new generation of consoles dawned in eamest 
at the end of 1994, and they were able to keep up 
with the explosion in 3D game output. While the 
Saturn stumbled initially with unfortunate conversions 
of Daytona USA and Virtua Fighter, the system 
ultimately proved capable of competent conversions 
of Madel 2 games like Sega Rally. However, the 
PlayStation was easier to get good results from, and 
agreat version of Ridge Racer allowed it to establish 
an early lead. Both systems did share some common 
issues, though — neither offered perspective 
correction for textured polygons, leading to a 
signature ‘wobbly’ look, and neither had a hardware 
z-buffer, leading to instances where overlapping 
objects would visibly fight for priority. 

The final part of the puzzle allowing for game 

designers to shift priorities to 3D was the computer 


» [N64] The NB4 
excelled at producing 
3D worlds that looked 
much smoother 
and more solid than 
those on PlayStation 
and Saturn. 


[SNES] Star 
Fox was only 
possible on the 
SNES thanks 
to the SuperFX 
coprocessor 
contained in its 
cartridge. 
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1996: As well as more detailed 3D 19 
models and filtered textures, Sega's Scud 

Race shows extra details on the cars, 
including reflections, transparent windows 


TAKE A LOOK AT HOW 3D REPRESENTATIONS OF 
DIFFERENT GENRES DEVELOPED OVER THE NINETIES 
xan © Pe 3 ro 


99: F355 Challenge pushes further 
towards realism with greater model and 
texture detail. Some cabinets feature 

a triple-monitor configuration, for an 
ultrawide display. 


market — and in the mid-Nineties, it began to shift 
away from raw CPU power for 3D rendering, thanks 
to the introduction of dedicated 3D accelerator 

cards. Early models such as the 3DFX Voodoo and 
PowerVR didn't include 2D acceleration like modern 
GPUs, but did perform sufficiently well to gain favour 
amongst players. ATI's Rage series started to gain 
favour beginning from the Rage II, too. Popular early 
games offering support for 3D accelerators included 
id Software's first-person shooter Quake and 
Activision's MechWarrior 2. Another was Bullfrog’s 
Magic Carpet Plus, although like many games of that 
era it couldn't rely entirely on polygons. “Only the 
landscape was made that way - everything else was 
still sprites,” notes Alex Trowers, a level designer on 
the game. This was a common approach when faced 
with limited hardware — though the reverse approach, 
displaying 3D images over 2D backgrounds created 
from 3D renders, was also popular. 


owever, even those fortunate 
enough to work with 
cutting-edge hardware didn’t 
have the technological access you 
might expect. “3D games in the 
Nineties mainly used handmade 
animations,” says Ogasawara, who created 
the animations for Gunblade NY using arcade 
controls. “There were no tools for art designers. We 
could find good motion designers, but nobody wants 
to animate with a joystick and buttons!" The AM3 
team did attempt to use motion capture, but 
Ogasawara doesn’t remember them meeting much 
success. "| remember one programmer wearing 2 
black suit and ping pong balls for Manx TT. It made 
me laugh so much. [Tetsuya] Mizuguchi was the 
producer so he wanted to use it, but | can’t 
remember if it was used for the actual game. For Top 
Skater, it was just testing. At that time, the team 
decided to select handmade animation as realistic 
motion was not suitable for their game concept. It's 
the best hand-animated arcade game —it should be a 
legacy game of animation history.” 
3D presented designers with new opportunities 
for open environments, but this gave rise to new 
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FIGHTING GAMES 


1: In Distinctive Software's home 
computer game 4D Sports Boxing, 
character models are very simple. You 
can view a simple 3D ring or detailed 2D 
background, but not both. 
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background and 


difficulties, particularly when it came to directing 

the player and guiding their actions. “You could 

just fly to wherever you wanted to go, and that’s 
just no fun - it wasn't as if slopes or hills would 
present a problem. It’s a real pain to try and curate 
an experience for something like that,” remembers. 
Alex. “We introduced walls that you couldn't fly 
over, despite being able to gain enough altitude. That 
allowed us to funnel the player where we wanted 
them to be, although for the most part, the player 
was completely free to attempt the level how they 
wanted.” It was even more of a problem in arcade 
games, where immediacy is paramount. “You 
probably know that there are few aerial combat 
arcade games. The main reason is that searching for 
enemies needs special control and analysis of the 
map where the player is at the same time,” says 
Ogasawara, who notes that Namco found an elegant 
solution. “At that time, Air Combat did very well, The 
phases are ‘select’ and ‘chase’. Instead of searching 
for enemies, selecting them is an easier task, and in 
the chase it’s clear what players should do.” 

In 1996, the introduction of the N64 brought many 
arcade market innovations into the home, thanks to 
hardware designer Silicon Graphics Inc. The system 
featured hardware transform, clipping and lighting, 
and perspective correction made worlds look so 
much mare solid than on rival systems. Antialiasing 
and texture filtering ensured that objects looked as 
good as possible at any distance, too. In the arcade, 
Sega introduced Model 3 and Namco introduced 
System 23, pushing special effects further including 
particles, motion blur and clothing movement and 
reducing the need for 2D shortcuts. But as the 
decade went on, the progress being made by the 
specialist 3D graphics hardware manufacturers of 
the PC market began to overtake the advances being 
made in the arcade market, and those manufacturers 
attempted to break into the console market. 

The result was a great convergence in graphical 
power. Sega chose NEC's PowerVR 2 as the 
graphics hardware for the Dreamcast, and then 
chose the Dreamcast-based NAOMI board as a 
successor to Mode! 3, bringing arcade and console 
hardware near to parity and allowing for virtually 
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{PC} Despite advances such as texture 
mapping, Magic Carpet uses 2D sprites for 
objacts and characters. 


identical conversions. Microsoft and Nintendo 

were also developing new consoles, which would 
eventually form the basis for arcade hardware too, 
and they followed suit by partnering with Nvidia and 
ATI. “The link between STV and Saturn, Naomi and 
Dreamcast, Chihiro and Xbox was very attractive for 
the arcade developing staff,” says Ogasawara. “I 
think the biggest hit was Crazy Taxi. [It is] still one 
of Sega's legacy games, but without that arcade/ 
consumer compatibility, Crazy Taxi would just be a 
hidden arcade great today.” 

Unfortunately, the rapid technological progress 
had massive repercussions for developers. “There'd 
usually be some things you could bring over from 
previous projects, but you had to keep pace with 
the technology which meant that engines had to be 
tewritten every couple of years," says Alex, “| mean, 
some studios tried to keep reusing the same old 
stuff years down the line, but they'd inevitably run 
into a lot of problems and would simply fall off the 
curve.” Projects also became longer and required 
more staff. “At about the time when | joined, there 
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JUNE 
The Super Game Boy is 

released and allows SNES 
owners toplay their Game 
Boy cartridges on the 
16-bit console. 


1995: Fighting Vipers utilises 

texture-mapped character models and 
3D background elements. Though the 
ring remains flat and squere, it is now 


3D)GAMES TAKE OVER, 


1999: In Dead Or Alive 2, Tecmo offers 
very detailed character models with 
clothing movement. The irregularly shaped 
3D stages feature uneven floor surfaces, 
walls and cliffs. 


» [Dreamcast] Soulcaliburlooked better on 
Sega's home console than on Namco’s ercade 
hardware, proving the convergence in quality. 


were eight of us. It'd take us about a year to make 
agame on the Amiga and ST along with a data 
disc as well. Then about the time the PC and 3D 
began taking off, team sizes would be 20 or so 
people and it would take us two years to make a 
game. By the time | left, as Dungeon Keeper 2 was 
finishing, the tearm must have been 40-odd for the 
same timescale.” However, Alex feels that graphical 
advances weren't solely to blame. “Some of that is 
down to the 3D nature, but a lot of it is down to the 
fact that the games just became so content-heavy 
and that took a lot of time to make.” 

But while the rise of 3D undoubtedly resulted in 
some industry upheaval during the Nineties, there's 
no denying that it was hugely exciting for players, 
enabling game designs and visual realism that had 
never been possible before. While 3D graphics 
have naturally developed since the end of the 
Nineties, there hasn't been any comparable advance 
in technology since which has fundamentally 
changed the kinds of games we could make in 3D, 
Long live the humble polygon. %¥ 


1994 \ 
‘SEPTEMBER 
Looking Glass releases its 

first-person RP‘ 

Shock, introducing the 

gaming world tothe evi 
AI SHODAN. 


‘4 _ 
¥ 1994 X 
AUGUST 
The King Of Fighters 94 
Itfeatures teams from 


several SNK franchises, 
including Fatal Fury. 
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THE IMPORTANCE OF CD-ROM 


FEW FORMATS MADE SUCH AN IMPACT ON GAMING AS THE CD-ROM, NOT ONLY ALLOWING GREATER 
AMOUNTS OF STORAGE SPACE AND A MEDIUM THAT PROVED CHEAPER FOR CONSOLES BUT ALSO 
PROMPTING DEVELOPERS TO CONSIDER FRESH WAYS OF MAKING VIDEOGAMES 


WORDS BY DAVID CROOKES 


D or not CD? That was the burning 
question for game devs and console 
manufacturers, particularly during 
the Nineties. They'd already used cassettes, 
disks and cartridges. They'd even tried a few 


Se 


4A experimental media such as VHS and vinyl. But 
as the need for a cheap, large storage medium 
GRAEME DEVINE became ever more pressing, they turned to a 


The 7th Guest, which 
Graeme programmed, 
highlighted the huge 


potent 


r 


LODEWIJK COEN 


Pictures’ graphics 


artist, L 


< 


NICK BURCOMBE 
WipEout benefitted 


ma 


on CD-ROM and Nick 
helped create it. 


format that had been around since 1965 ~ the 
invention of James Russell who worked in 
the Pacific Northwest National Laboratory of 
Battelle Memorial Institute in Richland. 

It would be a while before CDs became 
widely adopted for gaming, The first step 
came in 1984 when Sony and Philips licensed 
the technology and announced the CD-ROM 
format. They wrote the ‘Yellow Book’ which 
laid down the standard for CD-ROM, following 
on from the ‘Red Book’ that had successfully 
established the audio CD. It covered the disc 
specification, the optical stylus parameters, 
Modulation and error correction, and the 
control and display system as well as the CD's 
digital date structure. A 12cm disc would have 
the capacity to store 650 million bytes - a 
considerable advantage over the floppy disk. 

Initially, CD-ROM was used for reference 
software such as Microsoft Bookshelf in 
1987 but, the following year, an add-on 
CD-ROM attachment was introduced for the 
TurboGrafx-16/PC Engine. The drive could 
transfer data at 150 kilobytes a second - the 
single-speed standard — and it led to the first 
CD-ROM console games, Fighting Street 
and Monster Lair, Come 1989, however, and 
Activision took Cyan’s adventure game, The 
Manhole - initially produced by Rand and Robyn 
Miller for the Apple Macintosh on floppy disks 
~ and released it on CD-ROM for the Mac. That 
became the first computer CD-ROM title. 

The year was also notable for the first 
computer to include a CD-ROM drive: Fujitsu's 
FM Towns. In December 1991, Philips launched 
the CD-i having set a standard for CD-interactive 


tial of CD-ROM. 


A Former Digital 


odewijk worked 
‘on Night Trap. 


ssively by being 


discs in the ‘Green Book’ of 1987, placing an 
emphasis on audiovisual applications. The 
3DO Company was also formed, creating 

a set of specs for a console that boasted 
CD-ROM which was licensed to third parties. 
Commadore, meanwhile, released the CDTV. 

Psygnosis was among @ handful of 
developers to seize the opportunities 
presented by CD-ROM. “Psygnosis was 
absolutely at the forefront of the CD-ROM 
revolution,” says Nick Burcombe, who was a 
lead designer at the company. “We had games 
such as Microcosm on the FM Towns and 
on the follow-up FM Towns Marty. We also 
produced Scavenger 4 (named Novastorm in 
the US) for both PC CD-ROM and the Sega 
CD add-on for the Mega Drive. The CD-ROM 
format was essential for the survival of the 
industry and it had to win because the cartridge 
stakes were too high.” 

Certainly, CD-ROMs were less expensive 
to make than cartridges so greater risks could 
be taken. “In the early days, it was partly 
about speed and partly about the standards 
that were followed,” says Bernie Luskin, the 
then-president and CEO of Philips Interactive 
Media and Philips Education And Reference 
Publishing. “We were free to experiment 
with new techniques and standards, and so 
CD-ROM began with alphanumeric capability, 
developed graphics and eventually video that 
combined audio and video capability.” 

The way developers approached games 
began to change and it heralded an era of 
full-motion video as well as digitised sound and 
images. Digital Pictures, which began creating 
games such as Night Trap for the VHS-based 
NEMO system, for instance, converted its titles 
to the Sega CD. “There was a big leap forward 
from classic pixel graphics to ‘real interactive 
movies’,” says former graphics artist Lodewijk 
Coen. "We could have real actors and voices 
and the challenge was to make switching 
between data on the CD seamless and instant.” 


Console manufacturers largely preferred the 
format — Nintendo aside. In came the Amiga 
CD32 in 1993 with the Sega Saturn and Sony's 
PlayStation not long behind. The PC also 
embraced CD-ROM and it became popular 
among gamers thanks to titles such as Myst 
and The 7th Guest. 

“When we looked at CD-ROM, we didn’t 
see dictionaries and encyclopedias,” says 
Trilobyte founder Graeme Devine. "We saw 
it as @ huge storage device for lots of images, 
possibly in video format, that could be used to 
tell stories and play games in @ new way. Floppy 
disk installs had gotten silly and the market 
seemed to be calling for something new.” 

Developers sought to fill the CD-ROMs. 
Some would pack them with music as seen 
in the CD-ROM versions of games such 
as The Secret Of Monkey Island with its 
high-quality soundtrack streamed from the disc. 
Others would add more levels. FMV and CG! 
cutscenes became popular, padding out games 
with narrative and stunning visuals. Levels could 
be prerendered and voices digitised. 

“| remember Sierra sent a copy of 
Phantasmagoria to every single employee 
of Trilobyte in 1995, and graphically rich 
RPG games and MMOs started to ship on 
CD-ROM,” Graeme says. “Whereas before 
we would have cut graphics and cut scenes 
because there would be no way that would 
fit on the floppy disks, that all changed. And, 
because of that, the makeup of videogame 
teams changed: more art meant more artists, 
more levels meant more level designers, more 
characters meant more animators and so on." 

By the time the fifth generation of consoles 
arrived, CD-ROM was firmly standard, although 
Nintendo decided to stick with cartridges. The 
PlayStation was the biggest success and games. 
sold for less than cart-based rivals thanks to the 
ease of manufacturing. “CD-ROM was a huge 
sea change for storage,” concludes Graeme. 
“Basically, everything became possible.” ¥ 
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1994 1995 


__ FEBRUARY 


WHO NEEDS 
CARTS? 


THE GAMES THAT WERE ONLY POSSIBLE ON CD-ROM 


MYST 


aet to row the Yutures > Myst was a key driver of the CD-ROM 


Here in NewSa 


format and, fora time, the best-selling 
are ped Fleets le. [PC] The Beast Within: A Gabriel Knight Mystery boasted PC game. Slow drive read speeds 
a a i impressive-looking FMV sequences. were a constraint that needed to be 
= — ‘overcome but, aside from music, the 
SS3) » ZEEE LAPS:3 er onoong storage capacity ellowed for 2,600'rich 
Sar 7. nr and detailed scenes and 66 minutes of 


QuickTime Animation. 


a] 


NIGHT TRAP 


Given its reliance on full-motion video, 
CD-ROM was certainly the way to go for 


= — Night Trap — in fact, it couldn't be ported 

nner — = to Nintendo consoles because they lacked 

eg: = one - = a CD-ROM drive. Despite lacking great 

aC ae gameplay, its visual realism drew criticism 

[Mega-CD] Sewer Shark was the first game [PC]CD-ROM allowed MegaRaceto RORICsimeR Waser aeHea eleres 
to use FMV as a key part of its gameplay, make use of prerendered 3D graphics. 


and sexual aggression. 


THE 7TH GUEST 
This classic adventure game was only 
released on CD-ROM and it made good 
use of the format by packing it with 
live-action video clips and astounding. 
hi-res, 256-colour, prerendered animation 
running at more than ten frames per 
second, The ‘GROOVIE’ game engine 
allowed for continuing data streaming. 


WIPEOQUT 


WipEout featured an electronica 
‘soundtrack as well as music by 
established artists such as The Chemical 
Brothers and Orbital. The CD-ROM format 
meantthe tunes could be streamed 
straight from the disc with the developers 
making use of the storage space for up to 
12 tracks — a good album's worth. 


PC] Some games such es Indiana 
Jones And The Fate of Atiamtis added ful 
voice acting on the CD-ROM version. 


MAKING USE OF THE STORAGE (ilar 


HOW CDS BENEFITTED OLDER GAMES, TOO Ca Eo aoee tee 


In 1989, Codemasters bundled 30 of its 8-bit “CDs were a great solution to tackling the and FMV, the developers of Final 

titles within The CD Games Pack for the massive piracy problem the games industry Fantasy Vllchose the PlayStation over 
Spectrum and Commodore 64, asking usersto _ faced since anyone could copy cassettes and the Nintendo 64 mainly because of the 
connect a standard CD player via the joystick 7 increased storage capabilities offered by 
portin order to load the goodiesit contained. _a key role in the development. [ CD-ROM. The game placed 30 characters 
In this case, an audio CD rather than a capacity also meant being able to save more over 2D prerendered backgrounds and 
CD-ROM was used, but it meant 8-bit fans data, although the limiting factor was the 8-bit had large interactive areas. 
could dabble with the format computer memory capacity.” 


1995 
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Few consoles have had as Strong an impact on the Videogame industry as the PlayStation, 
which has enjoyed over 25 years in the world of gaming. Retro Gamer tooks at how it ignored 
conventions, proved to be Sony's saviour and created one of gaming's most important brands 


by 


\ 


» Colin Anderson is one of the 
musicians that harnessed the 
PlayStation’s audio power, 


» Michael Troughton is one 
of the coders thet worked on 
Destruction Derby. 


4 


ta 


» Benjamin Heckendom is a 
console modder that once owned 
the super-rare ‘SNES Station’, 


nits very first day of sale in Japan on 


with Nintendo — a decision that caused it to be stung 


) }) 3 December 1994, Sony sold 100,000 (check out the SNES Station boxout over the page) We were 
PlayStation consoles. When the console but ultimately gave it a golden route to success. flying the Jolly 
was finally released in the United States the And boy, did Sony desperately need it. After all, Roger relative 

following September, it shifted the same amount it had not long struggled to convince consumers of h 

again but what made jaws truly crop is that the the merits of Betamax over VHS; the company's to the games 
PlayStation went on to become the first console in reputation for televisions also appeared to be fading, industry and 
history to surpass 100 million sales just six months and it was still reeling from the fallout over singer 


short of its tenth anniversary. 

By that time, the PlayStation brand had firmly 
established itself in Europe, Australia and other parts 
of the world, too. It had also blown the Nintendo 64’s 
33 million sales out of the water and decimated Sega 
which could only muster fewer than ten million units 
for the Satum. That latter figure was a particular 
triumph for Steve Race, president of Sony Computer 
Entertainment of America. At E3 in Los Angeles in 
1995 after Sega announced its console would cost 
$399, Steve walked to the podium, uttered “$299” 
and left with cheers ringing in his ears. 

If anything, Steve's quip had been a stroke of 
marketing genius and Sony certainly proved rather 
adept at carving out a market for its fledgling console 
in an industry long dominated by Nintendo and Sega. 
Sega itself had battled against Nintendo to smash 
the near-monopoly it once held, and Sony took them 
both on with arguably greater success. "We had a 
very clear idea and plan on the hardware and platform 
in terms of appeal and aspirational positioning,” Steve 
tells us. The company played a blinder. 

For most of its years, however, Sony — founded 
in 1946 - was not known for being interested in 


George Michael's protracted attempts to free himself 
from a contact with the corporation which did it no 
favours at all. There was much disquiet, too, over the 
purchase of Columbia Studios which had left it with 
a £1.98 billion loss. Ken Kuturagi was allowed to go 
ahead and create a Sony console rival and the ‘Father 
Of PlayStation’ proved something of a saviour for the 
electronics manufacturer. 

The first battle was to set it apart from its rivals. 
“The problem was that Sony's products were geared 
for a 16-year-old’s dad or uncle and we had no cache 
with our key demographic profile,” Steve Race 
explains. Cue strange television adverts containing 
game footage that got tongues wagging, if only 
for the confusing tagline ‘[EJNOS Lives’. It would 
transpire that E meant ‘ready’ and NOS referred to 
the US launch date of the 9 September. “We were 
flying the Jolly Roger relative to the games industry 
and corporate Sony,” Steve explains. “And if you 
look at the first box, there was no Sony logo on the 
package, either.” 

Not that everything went entirely smoothly, 
particularly between Sony's Japan and US divisions. 
Sony in Japan had been working with third parties 


corporate Sony” 


videogaming. It had achieved great success with such as Namco — which created an arcade-perfect Heng teaarire ek 9 
the Walkman throughout the Eighties and its 8mm. port of Ridge Racer — and insisted all of the resulting coulda guadireliel. 


Handycam camcorder was very popular. But Sony's 
negative approach to games was such that engineer 
Ken Kuturagi ended up secretly developing the 
SPC700 sound chip for Nintendo which used it in 
the SNES. When Sony finally awoke to gaming's 
possibility, it initially sought to do so in partnership 


games would be released in the US. America, 
meanwhile, wanted to change the console's name. 

“| felt it was downmarket and skewed too young - 
what 16-year-old ‘plays'?” Steve quizzes. “But turns 
out we could have called it ‘dog poop’ and it would 
have sold. As for third parties, we went out and hired 


Crash Bandicoot but while it didn’t 
become an official mascot forthe 


PlayStation, the intial exclusive 
kicksterted @ run of games thet 
eventually appeared on the likes 


of the Xbox, Game Boy Advance, 
GameCube and across subsequent 


console generations. 


4 > 
¥ 1995 
OCTOBER 

The Sega Nomad is 

reseed eenehin 


NA. It's aportable version 
of the Genesis and can 
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Y 1905 \ y 
NOVEMBER 
Team!7's Worms, a brilliant 
es ses 
mmulvplayer mayhem to 
frantic new heights, 


1996 ¥ y 
Fighting game 
tournament the Evolution 

sl ler 
launches as Battle Of The 
Bay. twill be renamed as 
EVO in 2002. 


4 ‘N 

1996 \ 
FEBRUARY 

Pocket Monsters Red & 

Green are released in 
Japan. Youmight actually 
know them as Pokémon 
Red & Blue. 


1996 
MARCH 
Resident Eul redefines 
suwwal horror with its 
rerendered backdrops, 


cheesy voice acting and 
effective jump scares. 
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KILLER APPS 


Five exclusive games that defined the system 
Sy PaRappa The Rapper 


) Masaya Matsuura’s quirky rhythm 

| game kicked and punched its way into 
the minds of gamers in 1996 before 

spawning a spin-off - Um Jammer Lammy - 

and a sequel PaRappa The Rapper 2. More than 

that, the buttan-tapper set the tone for scores 

of other popular games based on music. 


Gran Turismo 
eB The collective Gran Turismo series - which 

» [PlayStation] As one of the longest-running | 

PlayStation-exclusive franchises, Twisted Metal hes 

‘seen millions of players tearing around in modded 

vehicles while lobbing weapons at their opponents, 


bees fas never driven away from the PlayStation 
y since it debuted in 1997 - is a massive 
‘Sony-exclusive franchise, with more than 80.4 
million units sold over its 20-plus years of life. It’s 
known for its superb graphics, accurate driving 
physics and huge number of licensed vehicles. 


Ridge Racer 

Motoring over to the PlayStation from the 
| arcades, Ridge Racer was a launch title 

that truly helped to sell the console. With 
impressive 3D cars, drifting mechanics, glossy 
presentation and a blistering soundtrack, it showed 
that Sony's console was able to replicate coin-op play 
there was even a mini version of Galaxian to play. 


ISS Pro Evolution 


FFB) This exclusive kicked FIFA off the pitch, 
| and it was promptly heralded as the best 
J football game ever made when it was 
released. As @ faithful and intelligent simulation 
of soccer, matches could be punishing but it 
set the genre on a new course of realism that 
scored highiy with players. 


Tekken 3 


(FB Tekken had dready impressed when 
Sd it was released on the PlayStation in 
J 1995 but this second sequel introduced 
a new cast, sold 8 milion copies and firmly 
established itself as one of the console’s — 
and gaming's - greatest ever fighters, capping 
off an amazingly accomplished trio of games 


» [PlayStation] Not all games were aimed at adults, 
Croc was one of many child-triandly games. 


i, 
y N y N y 7 
1996 y 1996 Y 1996 N ¥ 1996 X% 1996 ‘’ 
JUNE JUNE JuLy AuGusT SEPTEMBER 
The Nédartves in Japan Quake reinvents the first- Nintendo releases the This month saw two big Naughty Doo's Crash 


Launch games include person shooter and offers Game Boy Pocket in Japan 

pack-in Super Mario 4, real-time 30 rendering ‘Untke the onginal Ga Japan's Tokyo Games 

Plotwings 64 and Saikyo as wellas stacks of Boy, the cansole runs of Show and QuakeCon, Both 
Habu Shogt multplayer options Just two AA batteries are still going today 


Bandicoot hits the 
PlayStation. It scores well 
and Crash becomes an 
unofficial mascot 


gaming events launch, 
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“Nintendo was 
appealing to 

a very young 
audience and we 
were appealing 
to that kid's 
older brother” 


SNES Station 


] Before the PlayStation, Sony intended to work with Nintendo 


experienced professionals with strong reputations 
as key management and we put those reputations 
on the line, convincing the CEOs of companies such 
as Activision and EA to come over. There were no 
special concessions like Sega gave on royalties so we 
could tell everyone it was a level playing field.” 

Those publishers were also interested in Sony's 
use of CD-ROM as opposed to cartridges. The 
PlayStation teams would point out that CDs could 
be produced at 2 lower cost and without the long 
waiting lines associated with cart production. It also 
helped that the Saturn wasn't Sega's finest machine 
- “It plain sucked,” says Steve Race. “Nintendo was 
technolagically behind, too,” he continues. It was 
time for Sony to hammer home the point in all of the 
territories it was targeting. 

In Europe, this meant spending £20 million ahead 
of the 32-bit console's first Christmas and Sony did 
so very cannily. It placed adverts, not solely in the 


efore Sony developed what we know today as the 
PlayStation, it worked with Nintendo in order to 
develop a CD-ROM add-on for the SNES. It also sought 
to supplement that with a Sony-branded console based on the 
SNES that could play ‘Super Discs’ as well as cartridges. 

The device didn’t make it pastthe prototype stage. Nintendo 
felt the terms of the agreement went against its interests and it 
struck a deal with Philipsinstead. The move prompted Sony to 
goiitalone but just whet was that prototype like? 

Console modder Benjamin Heckendorn gothis hands on 
one. “As @ prototype, it was pretty far along,” he tells us. 
“There were a few bodge wires on the PCB to fix mistakes but 
that wasn't uncommon for the era. The case tooling was very 
good and the power buttons had a very ‘Sony-esque’ complex 
mechanism. The cartridge slotwas also a separate piece of 
plastic — since the Japanese/US SNES carts ere different 
shapes, they clearly planned to just swap out the piace.” 

Even so, he says the system “would have been a dog’. “I 
was basically justa SNES with CD-ROM storage attached,” 
he continues. “A game cart was also needed to work because 
it contained the boot BIOS along with 8K of battery backup 
save RAM and 512K of gameload RAM. Thisis where game 
data from the CD-ROM would have been copied to and then 
executed to play games. Butthe cart did not contain any 
coprocessor or expansion chips so it would have severely limited 
what games were capable of.” 


lLaP 
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Metal Gear Solid Hideo 
Kojima’s stealth game can 
actually be traced backto 
Metal Gearon the MSX2 
computer, but the Solid 
series which emerged in 
1988 will forever be closely 
aligned with PlayStation 


specialist gaming and computing press, but in more 
than 40 fashion, music and style magazines including 
The Face, Ikon, and Dazed & Confused. Since Sony 
Computer Entertainment wanted young adults to 
engage in gaming, it also firmly pushed the industry 
away from the bedroom image of old by consciously 
placing PlayStation consoles in the wild - notably 

at nightclubs, celebrity parties and music festivals - 
where ‘cool people’ would play and influence others 
to do so the same. 

“Nintendo was appealing to a very young 
audience and we were appealing to that kid's older 
brother,” Steve says. "Young kids always want to 
emulate older kids and somehow that was lost on 
Nintendo, so we were in fact able to poach their key 
demographic by just being PlayStation. It was a huge 
marketing mistake by Nintendo which was also far 
too insular (something like 75% of all software sales 
for the Nintendo platform was made by Nintendo). 
We were the prettiest girl at the dance and available. 
Oh and Sega was a lost cause.” 


s if to underline those credentials, 

Sony got itself a roster of instantly 

recognisable games, the gameplay of 

which would be easily guessed from 
a simple glance. So while it had launched the 
PlayStation with a limited number of games - the 
UK, for instance, had Battle Arena Toshinden, Kileak. 
The Blood, NBA Jam: Tournament Edition, Rapid 
Reload, Ridge Racer, Street Fighter: The Movie and 
WipEout - it was enough to convince the gaming 
world of PlayStation’s intentions. More than that, 
Sony would not shy away from licensing games that 
would have had Nintendo flinching. 

This was a platform, after all, which had titles as 
violent as Grand Theft Auto or frightening as Silent 
Hill. Developers also dearly wanted to get involved. 
Colin Anderson, musician and producer at Rocksté 
said the PlayStation let him eschew chiptunes. 
for a CD soundtrack. “The PlayStation cemented 
CD soundtracks as the standard throughout the 
industry pretty quickly after it launched,” he tells 
us. "GTA probably wouldn't heve established the 
CD soundtrack as a centrepiece of the game if the 


Resident Evil Originally 
developed on the PlayStation, 
gamers were introduced to Chris 
Redfield end Jil Valentine in a 
groundbreaking survival horrar 
that made up in scares whet it 
lacked in acting prowess. Played 
from a third-person perspective 
and blessing the eyes with 
prerendered backgrounds, it 
‘would define this popular genre. 


Syphon Filter Making its debut 
late into the original PlayStation’s 
life, Syphon Filter was often in 
canger of never seeing the ight 
of day. But its mix of third-person 
stealth shooting and a good 
riumber of puzzles (think Metal 
Gear Solid and Tomb Reider) 
caught the imaginations of players 
and led toa further five titles 
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1996 
NOVEMBER 


joes mad for 


y 1997 \ 
JANUARY 
Final Fantasy Vilbreaks 

limits when its re 

on PlayStation. Ni 
probably regrets sticking 
with cartridge: 


series, adding Metroid-like 
RPG 


y 1997 % 
JUNE 
Bullfrog's Dungeon 
Keeper artves on PC and 
imediately stands out 
thanks to is focus on 
dungeon buiding, 


POSITION 


“The PlayStation 
cemented CD 
soundtracks as 
the standard 
throughout the 
industry pretty 
quickly after it 
launched” 


» Oddworld “Follow me,” implores 
the game's main character, 

Abe, and so many gamers did, 
with Lorne Lanning directing a 
dobut that harked back to the 20 
platformers of old while infusing 
itwith a fresh next-generational 
twist, The franchise eventually 
spreadits wings: the third game 
sivitched mid-development from 
PS2to the Xbox. 


Silent Hill Survival horror was 
token to fresh and frightening 
heights with Silent Hill and 

the PlayStation ramped up the 
tension but not for the reasons: 
you'd expect. Instead, the game's 
fog, snow and a dark foreboding 
aimasphere masked the consoles 
raphical imitations but it helped 
to attract a legion of fans. 


PlayStation hadn't made chip music more or less 
obsolete when it did.” 

Graphics artists and programmers were 
impressed, too. “Although 3D had taken off on the 
PC with games such as Doom and Wolfenstein, 
PlayStation brought full 3D gaming to the masses 
for the first time," says Michael Troughton, one of 
the programmers of Destruction Derby. "From a 
development point of view, if you wanted to 
create a 3D computer game, you had to 
write your own polygon rasterisation 
and 3D maths code which was 
difficult and time consuming, but 
the PlayStation opened that up with 
its custom graphics processor and 
geometry engine in hardware.” 

Developers were finding themselves 
creating games on the PlayStation and 
porting them across to other platforms which 
worked in Sony's favour. “The PlayStation 
ended up with the better quality games and the 
Saturn versions of titles would suffer quite badly 
in translation,” says Michael. “Sega's console, for 
example, was unable to simulate the translucent 
sprites used for smoke and other effects.” Gamers 
spotted this and flocked to Sony's machine. 

Sony Computer Entertainment also created its 
own development studios and acquired others 
such as Psygnosis which produced the futuristic 
facing game WipEout. It published an eclectic 
fange of games including Naughty Dog's Crash 
Bandicoot, Revolution Software's Broken Sword: The 
Shadow Of The Templars and Twisted Metal. Final 
Fantasy VII was taken under its wing - the game 
was originally earmarked for a Nintendo release but 
developer Squeresoft needed the space available on 
CD-ROMs and jumped ship. 

In this sense, though, Sony was sticking with 
convention. “Never in the history of videogames has 
a console developer been void in making first-party 
games,” says Steve Race. But it also consolidated 
Sony's position and allowed it to steer the types of 
games it wanted on its platform. “We'd have been 
foals to build a highway and not put our car on it.” 

The money made from “highway toll charges” 
~ the licensing fee charged to third-party software 
companies — proved vital. “Frankly, we lost money 
on each console sold for the first couple of years,” 
Steve explains. “The cost of each disc was pennies 
and packaged was under a dollar so if, as a developer, 
Sony could amortize the development cost, the 
incremental profit was 90 per cent.” 

That said, piracy was rife. Blank discs were 
cheap and gamers found a way to burn games 
‘on to them. Even $0, it likely helped: at the very 
least a pirate would have to buy a PlayStation and 
it would continue to spread the word about the 
console. Since developers were knocking them 
out at a rate of knots, there were plenty of games 
to get stuck into. Impressive polygon visuals, 
mature content and games that could last as long 
as 100 hours providing talking points. A homebrew 
scene would even flourish thanks to special Net 
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» The PlayStation 
legacy continues on, 
and today we have 
just seen the launch of 
the PlayStation 6. 


Yaroze development units further setting it apart. 
Meanwhile, a Platinum range of games was 
launched in January 1997 and allowed titles that 
achieved sales of more than 400,000 worldwide 
after a year to be sold at a lower price. 

The magazines played their part as well, 
particularly the official ones. The Official UK 
PlayStation Magazine, for instance, came with a 
popular demo disc — a first for console magazines 
- and it undoubtedly helped the publication to a 
staggering circulation that topped out at 453,571 
- making it the world’s bestselling videogame 
magazine. Having a taster of games each month, 
in turn, boosted game sales and allowed players to 
experience a far wider range of titles than they would 
otherwise have been exposed to in the shops. It also 
granted a distribution outlet for Net Yaroze games. 
PlayStation was pushing boundaries. 

All of these things, together with ongoing clever 
marketing such as the TV ad, Double Lite, in 1999 
gave the PlayStation the finest of starts. It was a 
console that kept on giving thanks to its power, 
allowing titles such as Tomb Raider to shine and the 
likes of PaRappa The Rapper to define new genres. 
There were excellent tools and documentation 
for developers and CD-ROMs allowing for larger 
games. Most of all, there was a concerted effort 
to look players in the eye and grant them respect, 
something which put PlayStation on the industry 
map and has kept it there. % 
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RETROREVIVAL 


» N64 » 1996 » NINTENDO 
When you've spoken to as many videogame developers as 
we have, you start to get a taste for their likes and dislikes 
- especially when it comes to other games. When we 
polled our readers on the greatest games of all time, way back 
in issue 150, Super Mario World came out on top. But if we 
were to ask developers exclusively, | strongly suspect that Super Mario 64 
might be the game that got the nod instead. More than any other game, the 
Nintendo 64 launch title seems to be one that draws universal admiration from 
those who know the games business best. 

The reason why developers love it So much js that, having worked in the 
industry at the time, they recognise what a monumental achievement it was. 
The Nineties marked one of gaming's most important transitions, as the 
dominance of 2D gemes gave way to an era where 3D designs became the 
standard expectation of players. It was a turbulent time for all game developers 
—some struggled but eventually made the transition, while others fell by the 
wayside. Very few managed to seamlessly embrace the new technology, but 
Nintendo was unarguably one of the developers that did so. 

There was an incredible elegance to Super Mario 64. Rather than simply 
trying to shoehorn the old obstacle course style of 2D Mario games into 
3D, Nintendo's team designed 3D spaces with no defined end point, and 
incorporated a variety of objectives into each — puzzle-solving, racing, battles 
and more, But that was just a part of the game's genius. Mario was a joy to 
control, punctuating every twisting leap with a “wahoo!” and cartoonishly falling 


on his face as he failed to climb a steep slope. And then there was the technical 
side of the game, where Nintendo demonstrated mastery of 3D cameras and 
graphics that still evaded its contemporaries. Syper Mario 64 would have been 
a masterpiece at any point in its generation, but the fact that it came at the 
launch of the console, providing a polished experience when everyone else was 
still experimenting? It's proof, were it ever needed, of Nintendo's greatness. ¥ 
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here aren’t many games that could 
be described as revolutionary, and far 

fewer series - yet the quartet of Sonic 

The Hedgehog platform games on the 
Mega Drive can justifiably be described as such. 

At the highest level, the Sonic games had a wide 

impact that both drove and reflected the changes the 
videogame market was undergoing in the Nineties. 
The original game intensified the rivalry between 


Sega and Nintendo, bringing the two companies to an 


even footing for the first time, as well as providing 
an early example of celebrity involvement in game 
development. The sequel signified the growing 
globélisation of the videogame market — the game. 
was the result of collaboration between Japanese 
and American developers, and a full global launch 
was managed within a week. For Sonic 3and Sonic 
& Knuckles, the concept of an expansion pack was 
pioneered on consoles. However, first and foremost 
they were platformers featuring fantastic game 
design and amazing technical achievements. 

One of the people who best understands the 
importance of Sonic's 16-bit era is Takashi lizuka, a 
Sonic Team veteran who now heads up development 
of the series. “While | was seeking employment at 
Sega, | bought Sonic The Hedgehog to understand 
the job and products of the company, and that was 
my first encounter with Sonic,” he recalls. “At that 
time, | only had Super Nintendo, so | was impressed 
by the vivid screen and speedy gameplay of Sonic, 
and | remember thinking that | wanted to make a 
game like this if | got hired by Sega.” 

The simple fact thet lizuka only had a Super 
Nintendo highlights one of the key reasons that Sega 
needed Sonic. After being slow to jump into the 
16-bit generation of consoles, Nintendo had arrived 
-and while Sega had a sales headstart, Nintendo 
had a more powerful machine. Sega needed to 


differentiate itself from the competition, and to its 
credit it was already doing so. The Mega Drive was. 
already catering to older audiences with complex 
RPGs and sports simulations. What's more, Sega 
Was aggressively advertising against Nintendo. 

To advance Sega's agenda of distinguishing its 
offering from the competition, Sonic needed to 
achieve three things. Firstly, the game and character 
had to fit into the plan to appeal to a slightly older 
demographic than the preteen audience associated 
with Nintendo's machines. Naoto Ohshima’s initial 
designs of Sonic gave him sharp teeth, a human 
girlfriend and cast him as the vocalist of a rock 
band. While these harder-edged attributes would 
ultimately fall away, Sonic's attitude remained —he 
was impulsive, impatient and cool. “In the Nineties, 
Mickey Mouse, Pooh, all those animal-themed >> 
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THE MOD SCENE» 


The Sonic community has been producing interesting mods for the 
Mega Drive games for years — here are five of our favourites 
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Peter Robinson is the admin of the Sonic Collections Page on 
Facebook, and owns some incredible Sonic merchandise 
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DP The following game would prove to be the 
most ambitious of the lot — and it was the point 

at which lizuka joined Sonic Team. For the young 
designer who was just coming off of Golden Axe III 
it was a huge moment. “As noted previously, | did 
have a feeling that | wanted to make Sonic even 
before | joined Sega, so when | was told that | will 
be able to work on Sonic 3, | was very delighted,” he 
temembers. “Before | went to the USA, my thoughts 
of Sonic 3 were expanding, and efter | officially joined 
the team, | was writing several notebooks filled with 
game design ideas. 

“At that time, the very new technology of 3D. 
expression using polygons was investigated,” lizuka 
continues. It's a surprising admission — the Mega 

Drive wasn’t a machine that was particularly 

Gifted with 3D capabilities, even with 

additional technology involved. “We weren't 
able to achieve the goal of having Sonic 3 
be ‘3 for 3D' but we did achieve ‘three 
for three characters and three routes 
Sonic and Tails were joined by Knuckles, a 
feisty echidna with the ability to glide and 
climb walls. “From the beginning of Sonic 3's 
development, when Knuckles became 


a playable character, the idea to have his own 
particular route where only he can go in each stage 
was confirmed. So to create an ability that makes 
Knuckles go to places where Sonic and Tails can't go 
Was wall climbing and gliding.” 

Additionally, players gained the ability to control 
Tails during flight, allowing for greater exploration 
of levels. The level designers were stretched thin 
to accommodate it all. “From a game design 
perspective, we needed much bigger levels 
compared to previous titles, and we were challenged 
to create the multiple routes which can be changed 
depend on the player character you are using,” 
says lizuka. What's more, lizuka notes that the new 
features created some level design problems that 
were hard for the team to accommodate for. “It was 
very fun to create those Knuckles-only routes, but as 
his ability was too strong, he could climb to where 
he shouldn't go, and/or use the glide and ignore 
everything and get to the goal easily... so the debug 
was very tough.” 
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i [Wil We'd go as faras to say that Sonic Colorsis one ofthe bestof the recent 
Sonic games. I you're not playedit, you really are missing out 


rom a character design perspective, 

Knuckles stands out as being even 

more aggressive and hard-edged than 

the already edgy Sonic, which was a 
deliberate choice. “He's actually not a villain, but 
was his first rival,” lizuka points out. “Tails in Sonic 2 
was on Sonic's side and was his little brother-like 
character, so in Sonic 3 the idea of creating a rival 
came very quickly. But we didn’t want to have just 
an enemy character, and we wanted to make him 
playable too, so we added the story of ‘was tricked 
by Eggman’,” — or, for the retro purists, Robotnik. 
“Knuckles was not made to be a cute character 
unlike Tails, so we made him look strong and cooler 
by having dreadlocks. After more than 20 years he is 
also still one of the popular characters.” 

The eagle-eyed amongst you will note that 
Knuckles was not playable in Sonic 3— he remains 
firmly in the antagonistic role from the second you 
meet him in Angel Island Zone to the moment you 
topple him in Launch Base Zone. However, that's got 


64 We needed much bigger levels compared to 


previous titles, and we were challenged to create 
the multiple routes 99 


Takashi lizuka 
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SUMMER OF SONIC | 


2016 marked the return of Sonic's own convention - we speak to 
its organisers to find out more 


THE BEST OF SONIC TODAY 


It’s fair to say the Sega mascot has had his ups and downs, but the 
present and future of the Blue Blur is looking very bright indeed 


A DECADE OF EXPANDING HORIZONS AND ARTISTIC AMBITION 


It was an interesting decade for gamers during 
[| the Noughties. 3D gaming continued to evolve with 

systems like the Dreamcast, PS2 and Xbox greatly 
improving on the capabilities of the earlier 32-bit machines 
and bringing online gaming into the mix. After the GameCube 
continued Nintendo's trend of selling fewer systems than its 
predecessor, Nintendo turned into an innovator and courted 
the casual market with its DS handheld and Wii home console. 
While that was happening, Microsoft and Sony's next consoles 
pursued the hardcore by delivering high definition games on 
the Xbox 360 and PlayStation 3. This decade was a good era 
for the ‘Big Three’ and gamers, as there really was no losers. 
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2000 
THE SIMS 


After tinkering away with various 
simulator titles throughout 

the Eighties and Nineties, Will 
Wright and his talented Maxis 
team eventually created the 
ultimate life simulator. It went 
onto become one of the biggest 
PC games of all time and has 

led to countless expansions and 
sequels over the years. 
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2001 
HALO: COMBAT 
EVOLVED 


Bungie's excellent Xbox debut 

not only helped put Microsoft's 
new console on the map, but also 
redefined first-person shooters in 
the process, Levels like The Silent 
Cartographer felt like nothing else 
that was available atthe time, 
while you were just as likely to be 
enthralled by the grass textures 
as you were the on-screen action. 
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2002 


ELDER SCROLLS Ill: 
MORROWIND 


The third Elder Scrolls game is 
considered by many to be the 
best. Vvardenfell was a truly 
alien-like setting to explore, 
while the free-form design 
established in Daggerfallis 
honed to an exceptional degree. 
Such is Morrawind's success 
that Bethesda made it a template 
for its future games. 


2003 
WARIOWARE, INC: 
MEGA MICROGAMES! 


Nintendo's collection of 
minigames felt oddly prescient 
as it mimicked the short bursts of 
play that would go on to define 
the mobile games industry that 
would fully rear its head in the 
next decade. WarioWare's 
special, though: a truly wacky 
experience that never failed to 
raise a smile. 


2004 
HALF-LIFE 2 


Gordon Freeman's second 
adventure was a long time 
coming, but was definitely worth 
the wait. Valve once again made 
strides with storytelling, engine 
physics (check out that Gravity 
Gun) and cutting-edge tech. It 
cleverly stepped into horror, too, 
as anyone who has experienced 
Ravenholm will testify. 


THE NOUGHTIES.. 


AS TOLD BY MARK CERNY 


THE INDUSTRY VETERAN LOOKS BACK AT AN 
ERA OF HUGE TECHNOLOGICAL ADVANCES 


If the Nineties had been about 
[| pursuing the possibilities of 3D 
games then the Noughties was 

about perfecting them. The visual advances 
weren't lost on PlayStation 4 lead architect, 
Mark Cerny. “Games took huge steps 
towards photorealism, helped by a massive 
increase in hardware capability that not only 
allowed each individual pixel to be rendered 
much more intelligently, but simultaneously 
supported an increase in the resolution of 
the games to HDTV levels (albeit 720p for 
the most part). | think also our narrative skills 
grew as an industry to the point where large, 
story-based titles could really hold their own. 
Early in the decade Metal Gear Solid 2 really 
stands out, followed by the Grand Theft Auto 
titles and others.” 

Diversity was certainly the name of the 
game during the Noughties, with all sorts 
of weird and wonderful titles making it to 
market. It's hard to imagine a game like 
Gitaroo Man receiving a physical release 
today, but they thrived during the Noughties. 
“Frankly, my favourites from that era are 
pretty random,” continues Mark when we ask 


2005 


200: 


him about the games that left 
an impression on him during 
this period. “I just fell in love 
with Pikmin and Katamari 
Damacy. | think the appeal 
was the unique world feel, for 
very different reasons - mobs 
of ambulatory flowers in the 
former and some wonderful 
music in the latter. | also got 
caught up in the rhythm game 
boom, and spent many hours 
on Guitar Hero. It made me feel 
like | was performing even though, of course, 
| wasn't doing much beyond hitting buttons 
on a plastic guitar. The Noughties also were 
a great era for fans (like me) of single-player 
campaigns. The decade kicked off with a bang 
with Halo: Combat Evolved and its wonderful 
level design, and later on Half-Life 2 very 
successfully added physics to the mix. 
Uncharted 2 closes out the decade nicely with 
its deep and involving story.” 

While the Noughties was an excellent 
period for gamers, it’s worth remembering 
that it presented a far tougher challenge 


2007 


for game developers. “The 
learning curve was just 
brutal for the development 
community, they had to 
master two full generations 
of hardware advances,” 
concludes Mark. “To give 

an example, Naughty Dog 
started the decade ina 
transition away from Crash 
Bandicoot — where individual 
polygons had to be counted 
and accounted for - to Jak & 
Daxter's wide-open seamlessly connected 
world. And after just five years, for the 
Uncharted series they had to transition again 
to realistic human characters and movement, 
and the complexity that human stories bring 
to game creation. Also, it’s been estimated 
that development budgets for triple-A games 
grew by a factor of ten over the course 

of the decade; that might seem great for 

the developers but brings a tremendous 
amount of chaos as brand-new company 
structure and new approaches to game 
development are needed.” 


2008 2009 


RESIDENT EVIL 4 


Capcom's superb action game 
didn’tjust reinvent its own 
franchise, but the survival 
horror genre in general. Its 
influence reaches far and can be 
seen in countless third-person 
action games today, while 

its dramatic setpieces and 
memorable boss encounters still 
land with plenty of impact. 


GEARS OF WAR 


Epic's bombastic third-person 
action game refined the cover 
mechanics of earlier shooters 
like Kill Switch, turned Cliff 
‘Cliffy B' Bleszenski into a gaming 
superstar and felt like a proper 
next-gen game compared to 
anything else on the Xbox 360 at 
that point. The infamous ‘brown 
era’ of gaming started here, too. 


ROCK BAND 


While Konami dominated 
Japanese arcades with its 
numerous musical peripherals, 
Harmonix sewed up the console 
market with this, the definitive 
way to rock out in your home. 
The entry level wasn’t cheap, but 
those that dived in discovered the 
ultimate rhythm action game that 


remains the highlight of the genre. 


FIFA 09 


While it made its debut in the 
Xbox 360 version of UEFA 
Champions League 2006-2007, 
itwas Fifa 09which brought the 
brilliance of Ultimate Team to a 
far wider audience. Collecting 
cards was tremendously 
addictive, with gamers going 

to any length to create the best 
footy team possible. 
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NOVEMBER 


ANGRY BIRDS 


This zany destruction game 
appeared to be on everyone's 
mobile device when itlaunched 
in December. Granted, itwasn’t 
the most original of titles, but 

it proved that a good theme 
implemented in a new way 
could effortlessly catch on with 
casual gamers. It's gone on to be 
downloaded over 2 billion times. 
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DECEMBER 
Sonic Team takes a break 
from making gam 


the Dreamcast. 
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GAMING 
CONQUERS THE 
LIVING ROOM 


‘MARCH 
The Game Boy Advance is 
leased in Japan, Launch 


‘Maximum Velocity. 


[~~ ) The first decade of the 21st 
___| Century saw the humble 
games machine become a 

fixture of the living room, 

The PlayStation 2's ability to 

play DVD movies signified 

a shift, as games consoles 
increasingly became all-purpose 
entertainment devices. Beyond 
that, the hardware of the decade 
was defined by new possibilities 
in connectivity - wires became 
passé and internet connections 
became the norm, prompting an 
increase in online multiplayer and 
the dawn of Achievements and 
Trophies. We also began our 
move away from the old TV 
formats, towards a high-definition 
future, during a unique generation 
where every manufacturer 

could claim success. 
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1_PLAYSTATION 2 SONY* 2000 


Sony's second console arrived on an 

enormous wave of hype, fuelled by wild 
technological claims end amazing footage of 
games like Gran Turismo 3 and Metal Gear 
Solid 2. The system also capitalised on the 
popularity of its predecessor by including 
backwards compatibility, and hastened the 
adoption of DVD movies. The early demise of 
the Dreamcast and late arrival of other rivals 
gave the console a clear run at the market, 
and it established an indomitable early lead. 
A steady supply of classic games followed, 
and the PlayStation 2 became the best-selling 
console of all time with 155 million units sold. 


2 GAME BOY ADVANCE NINTENDO+2001 


Where the Game Boy Color had been 

an evolution of the Game Boy line, this 
32-bit console was a revolution. As 2D games 
had fallen out of fashion on home conscles, 
the Game Boy Advance provided a great 
home for them, as well as a whole variety of 
hits from the past (many of which originated 
‘on the SNES). The original mode! suffered 
from an unlit screen, but subsequent revisions 
fixed that issue. 81.5 million consoles were 
sold, of which 53% were the Game Boy 
Advance SP model and 3% were the late 
Game Boy Micro version. 


3_GAMECUBE NINTENDO 2001 


Nintendo's purple box aimed to conquer 
the market by combining capable 
hardware with an affordable price point. It 
certainly had the graphical grunt, as one 
look at Star Wars Rogue Squadron Il: Rogue 
Leader confirmed, and the expected Nintendo 
magic was evident in games like Super Mario 
Sunshine, Metroid Prime and The Legend 
Of Zelda: The Wind Waker. But third-party 
games suffered on the system's slightly 
‘odd controller, and sluggish game sales led 
to difficulties with publishers and retailers 
dropping the console. 21.7 million systems 
were sold, and Nintendo was beaten into third 
place in the market for the first time ever. 


4 XBOX HICROSOFT* 2001 


Even with Microsoft's vast financial 

resources, there was no guarantee that the 
company’s console debut would be a success, 
and early on it looked set to struggle. However, 
a huge early price cut and the drawing power of 
the superb first-person shooter Halo: Combat 
Evolved stablised the system, and it became 
the platform of choice for online console 
gaming thanks to its excellent Xbox Live 
service. The Xbox never really took off in Japan 
and actually lost a lot of money overall, but it 
established its manufacturer es a key player in 
the console market for years to come. 


5 Ds NINTENDO* 2004 


Faced with its first real handheld 
competition in years, Nintendo delivered 
its best-selling handheld of all time. Although 
the dual screens of the system grabbed 
attention, the bigger seling point was the 
touchscrean that simplified controls, allowing 
casual audiences to latch onto games like 
Dr Kawashima's Brain Training. 30 games 
became properly viable, leading to excellent 
handheld instalments of Mario Kart and 
Metroid Prime, while 2D games like New 
Super Mario Bros were still welcome 
The later DSi revision added a camera and 
downloadable games, Over 164 million DS 
consoles were sold, making it the second 
best-selling games machine ever. 
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6 PSP SONY 2004 


Sony's sleek handheld promised to 

bring games with console quality 
graphics to the palm of your hand - and 
impressively, it delivered on that promise 
while providing acceptable battery life and 
affordable hardware. Despite uneven support 
over its lifetime, the PSP received both 
excellent ports and great original games such 
as Lumines, WipEout Pure and LocoRoco. 
However, its proprietary UMD movie format 
flopped and Sony spent much of the system's 
life fighting securty flaws that enabled the 
running of homebrew software and pirated 
games. Despite its problems, the system 
became the most successful non-Nintendo 
handheld ever, with 76.4 million units sold. 


7 XBOX 360 MICROSOFT® 2005 


Starting the next generation early proved 

advantageous for Microsoft, which 
managed to sell millions of consoles before 
its rivals got off the ground. Huge franchises 
like Final Fantasy, Resident Evil and Tekken 
made their Xbox debuts thanks to improved 
relationships with Japanese developers, 
and games like Gears Of War headed the 
exclusive line-up. However, design flaws 
resulted in the notorious and widespread 
‘red ring of death’ hardware failure, which 
ultimately cost Microsoft $1 billion in repair 
and replacement costs. Sales remained 
strong throughout the generation, in part due 
to the family-friendly Kinect motion control 
device, and 84 million consoles were sold. 


8 PLAYSTATION 3 SONY 2006 


Unlike Sony's first two consoles, the 

PS3 was rot an immediate smash hit. 
The multimedia focus of the machine had 
detracted from gaming features, the complex 
Cell processor was tough for developers to 
work with, and the high cost of the machine 
put off prospective buyers. The system even 
felt somewhat unfinished — the initial Sixaxis 
control pad lacked rumble, the Trophy system 
wasn't implemented until 2008. However, 
hardware revisions made the right cuts to 
get the cost down (including, controversially, 
PlayStation 2 backwards compatibility), and the 
tide was ultimately turned by strong first-party 
games like Uncharted, as well as third-party 
exclusives like Metal Gear Solid 4. The console 
overtook the Xbox 360 at the end of the 
generation, selling 87.4 million units. 


9 Wil NINTENDO» 2006 


‘After years of declining fortunes, 

Nintendo abandoned the technological 
arms race and focused its hardware 
engineering efforts on control innovations. 
The motion controls of the Wii Remote 
demystified games for legions of casual 
players, with intuitive actions replacing 
button-based commands in games like Wii 
Sports. The console also marked Nintendo's 
first sustained retro gaming program, 
with the Virtual Console service offering 
downloadable games from a variety of its 
own past consoles and others. However, 
some core gamers resented the system, 
perceiving it as a machine with dated graphics 
and gimmick-driven games. Sales were 
explosive but peaked early, with numbers 
declining at the new decade's beginning as 
rivals held steady. Even so, over 101.6 million 
Wii consoles were sold - the most of its 
generation. It was still supported late into the 
Tens, too - thanks to Ubisoft's long-standing 
Just Dance series, which amazingly received 
its 20th Wii version in 2019. 
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FROM THE NOUGHTIES 
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N-Gage ¢ Nokia, 2003 


Nokia was ahead of the game in 
combining mobile phones with 
handheld gaming, but its inelegant 
technical execution doomed the 
unique platform. 


Que Player iQue, 2003 


This odd venture attempted to introduce 
Nintendo 64 games to the piracy-heavy 
Chinese market, but less than 20 
games eventually saw release. 


Gizmondo ¢ Tiger Telematics, 2005 
This fascinating handheld promised 
innovative GPS-enhanced game 
experiences, but the system quickly 
collapsed under the weight of its parent 
company's controversies. 


Tapwave Zodiac ¢ Tapwave, 2003 
This Palm OS PDA with game-focused 
hardware recaived some interesting 
support early on in its lifespan, but it 
couldn't compete against the might of 
the established players 


iPhone* 
Apple, 2007 
Though core 
gamers scoff 
at its scores of 
casual games, 
the iPhone 
revolutionised 
mobile gaming 
and remains 
populer today. 
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FoR OVER 15 YEARS, WORLD OF WARCRAFT HAS BEEN HOME NOT ONLY 70 THE ETERNAL CLASH BETWEEN ORCS 
AND HUMANS, BUT ALSO TO NEW ALLIANCES, VIRTUAL RELATIONSHIPS, A DIGITAL VIRUS WIPING OUT SERVERS 
AND, OF COURSE, LEEROY JENKINS. WE EXPLORE ONE OF THE MOST IMPORTANT GAMES OF THE NOUGHTIES 


started work on the project 
in its early days. 


THUNDER BLUFF 


i it good because 
The cow-like Tauren people have it good 
‘of Mulgore and city of Thunder Blutf are gorgeo 
they're overlooked because of the disinterest in ther 


WORDS BY ADAM BARNES 


A\3 here are 10 million people in the World 
Of Warcraft, because Chuck Norris 
allows them to live.” So goes the iconic 
advert that came alongside the success of World Of 
Warcraft, and Chuck Norris wasn’t the only famous 
face giving the game their stamp of approval. Ozzy 
Osbourne, MrT, Aubrey Piaza, Verne Troyer and 
William Shatner are just some of the celebrities 

that put their names — and likenesses - to Blizzard's 
MMO, and those are just the ones that featured in 
the ads. Vin Diesel, Ronda Rousey, Mila Kunis, Robin 


South Park devoted to it. There’s no muted way to 
put it: World Of Warcraft is a phenomenon. It has 
the broad appeal that only a handful of games have 
been able to achieve, and the cultural significance 
within and without the games industry that arguably 
no game has had before or since. But what's more, 
though the game launched over 15 years ago, 
WOW is still an active and incredibly popular game, 
even now. It’s one of those 
increasingly rare classics that 
permeates society so deeply 
that even non-gemers will 
| know what you mean when 
you say, ‘I play World Of 
Warcraft.’ But there was a 
time, as hard as it may be to 
remember, when the concept 
wasn't so recognisable. 
Towards the end of the 
second millennium and 
coming off the back of 
Warcrait, StarCraft and Diablo, 
Blizzard had a luxury thet 
not many developers of the 
era had: it had time to fail 


their starting zone 
us places to be ~ 
ave, though. 


There was a game in the works behind the scenes 
at the studio known as ‘Project Nomad’, a top-down 
action RPG-like game that would allow players to 
switch between three active characters from a very 
long list, each with their own distinct and varied 
playstyles. “The project didn’t really go anywhere,” 
says Kevin Beardslee, who was working on Project 
Nomad for its short life. “For a while | got pulled off 
to work on StarCraft: Brood War, so | helped finish 
that up before going back to this project that wasn’t 
going anywhere.” This, combined with the release 


KEVIN JORDAN Williams and Jamie Lee Curtis have all vouched for of and subsequent enjoyment of EverQuest, led 
Kevin was one of the the time they've lost in Azeroth. Matt Stone and Trey _ Kevin to believe that the burgeoning MMO genre 
designers of WOW who Parker loved it so much they made an episode of was an avenue that the company should be heading 


down. Even if the game amounted to little more 
than ‘EverQuest done Blizzard-style’, it would likely 
Still be another winner to add to the studio's already 
stellar reputation. Beardslee pitched it to the relevant 
person until it was carried up the chain of command; 
within the space of a week, Project Nomad was 
cancelled and development on an MMO began. “I 
actually pitched World Of Warcraft or StarCraft" adds 
Beardslee, who wanted to leverage a Blizzard IP but 
didn’t really mind which one. 

| worked in tech support,” explains Kevin Jordan, 
‘one of the designers that would join the WOW team 
early on. "I answered phones, | did some online 
support emails: you know, that kind of thing." Jordan 
remembers the team that was working on Project 
Nomad came to speak with each of the departments 
within Blizzard to discuss a potential new project. 
“They sort of had this chat and were saying, ‘We're 
going to stop development on what we're working 
‘on, we're going to make an MMO,’ and they sort of 
pinged everyone and what they felt would be better, 
a fantasy MMO based on Warcraft or a sci-fi MMO 
based on StarCraft. It was probably 80% or 90% of 
people that said they wanted a fantasy MMO.” Kevin 
Jordan, who was a diehard MMO player since Ultima 


o1 WEEE 2002 WEEE 2002 


20: 
DECEMBER JANUARY ‘MARCH 
Tecmo releases Fatal Smiletit and Sega team up Capcom remakes Resident 
Frame, an interesting take tobring us Jet Set Radio Evil on GameCube. The new 
on the survival forror Future. ts soundtrack will game tones down on the 
genre where a camera is keep Darran tapping his dialogue and 
your only protection feet for years, isa great success 


Developer Infinity Ward 
's established by Vince 
Zampella, Jason West and 
Grant Collier in Woodland 
Hills, California. 
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OW: YEARS IS A LONG TIME. 
BUT WHAT HAS CHANGED’ 


CHARACTERS 


As the years have rolled on, Blizzard has been all too ready 

to make big changes to the key characters of the game=and 
actually this has been to its benefit. Yes, it has meant that 
beloved and long-lasting characters have been killed off from 
time to time, but it has also given room for others to grow 
and become more prominent. Young prince Anduin is a prime 
example of this, as the forgettable child NPC in Stormwind is 
now a prominent character; his own personal growth into an 
adult has been a significant topic of each new expansion pack, 
perhaps mirroring the game's own audience? 


While there was only one instance (so far) of WOW getting 
a graphical overhaul when Cataclysm released, with each 
new expansion pack the artists at Blizzard get better and 
better at fine-tuning and honing the visual flair of the game. 
Not too long ago, the character models were reworked, too, 
and it brought a whole new level of quality to the game. 
However, that semi-cartoon, exaggerated look to WOW's art 
style has never gone away, and that has only helped to keep 
Azeroth looking familiar. 


The part of the game that perhaps changes the most often 
is the gameplay, since with each new expansion pack a big 
change is often thrown into the mix to keep things feeling 
fresh, However, while it’s true that Blizzard has made great 
steps towards making every class feel viable in all its 
specialisations, nowadays there's a greater identity to each 
class and its specialisation than there ever was in vanilla 
WOW. As distinct as they were originally, some classes were 
just a chore to play in certain specs. 


Aside from the obvious graphical improvements that have 
been made over the years, perhaps the aspect that Blizzard 
has learnt the most in is in the way players progress 

through the game. The breadcrumb trail of quests now more © 
effectively guides players around each new area to ensure 
they don’t miss anything — which was a very real problem 
before. Vanilla WOW arguably felt more like a world since it 
was necessary to explore everything on foot to find every 
quest, but it was hard work finding your way eraund, 
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Online, made strides to speak to the relevant 
people so that his interest in the growing 
genre could help the project. 


‘he amount that World Of Warcraft 
owes to EverQuest isn't big news, 
but it only acted as a foundation 
for what Blizzard wanted to achieve. 
As has historically been the case, Blizzard 
wanted to use its unique ability to take a 
popular yet complex concept and open it 
up to a broader audience. A large part of 
doing so meant adapting the frustrations 
that EverQuest had built. “The biggest 
thing that | pitched was instanced dungeons,” says 
Beardslee, referring to the engine's ability to create 
personal sessions for a dungeon based on each 
group accessing it, rather than EverQuest's method 
which meant that players were often left unable to 
take on a boss since they were always waiting for 
the server reset. “| made the analogy of getting let 
into Disneyland and trying to run to whatever your 
favourite ride is and someone saying, ‘Nope, sorry, 
someone already rode it - ride some other ride.’ 
Everyone wants to try the encounters and bosses, 
and they shouldn't be limited just by the fact that 
it's not available.” This wasn't the only concept that 
Beardslee had hoped to improve upon, however, 
with WASD-based movement rather than mouse 
control, better questing with more visible quest 
givers and a ‘rested! state for catching up with 
friends who can play more often than you being just 
some of the suggestions that the developer included 
in his pitch. The fact that it was a Blizzard game 
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meant there was also going to be a bigger focus on 
the visuals of the game, too, as well as a much more 
involving and interesting storyline. 

The team began development by splitting each 
day into two: the first half was just sat at the 
couches chatting about design decisions, while the 
second half was building the world itself. When it 
came to the latter, Blizzard began with just one zo! 
which it built, tested and refined to ensure the core 
gameplay loop was working perfectly. This first zone 
would become Elwynn Forest, the human starting 
area, and from there it would go on to define how 
the rest of Azeroth would look, feel, play and act. But 
Azeroth was going to be a big place, there needed to 
be more hands on deck. “They got us to do a map 
test,” says Bo Bell, one of the QA members that 
was given a task to appraise their ability to design a 
level. This process was to find out who in the other 
departments of the studio had what it took to create 
a compelling an interesting world. “Something like 
47 people tumed in a map,” adds Bo. “Initially there 
was only one position available, but they were blown 
away by all the submissions. The team wasn't quite 
sure what they were looking for, because the entire 
concept was completely fresh ground for them.” 

Initially, the engine was built on a tweaked version 
of the Warcraft III engine, the idea being that the 
two teams could just share the assets. Quite quickly 


WOW grew beyond this scope, however, and the 
engine became all its own thing, able to handle a 
closer, third-person perspective. Because of 
this increased scale, there was a necessary 
on-the-fly approach to development. If a 
spider-infested forest was needed, Bo 
suggests, then it was requested and the 
art team would go on to make it, an ad 
hoc process that simply wouldn't work in 
game development these days. “I tell 
people that that’s how we did things,” 
he adds, “and they look at me like 
we were insane, they're like: ‘You 
don't have time to stop and do stuff 
like that. | always say, ‘I know but 
everyone was passionate end everyone 
wanted this awesome product.” 

This natural growth of a world 
continued over the course of the 
game's development, and with Chris 
Metzen finessing every aspect of 
the game's lore to really build upon 
the stories told in the RTS Warcraft 
games, Azeroth itself became a key 
part of why WOW was so iconic. Any 
WOW player will be able to recall 
fond memories of particular quests 
or iconic zones, and everyone 
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} A GUIDE TO WORLD OF 
WARCRAFT'S ORIGINAL CLASSES 


WARRIOR, 


) Asthe basic melee 
character, Warriors can 

either deal damage 
or take it. They're 
best suited as tanks, 
however, and except 
for those irritating 
moments when a 
player charges in to steal 
your quest enemy, are often 
the most in-demand class when 
it comes to co-op play. 


PALADIN 

In classic WOW, the 
Paladin is exclusive 
to the Alliance and 
combined tankiness 
with healing. In 
solo levelling it is 


an abomination to 
play since itis so slow 
| and uninteresting, but a 
) free mount, useful auras for 

raiding and the ability to make yourself 
immune to damage and then simply 
Hearthstone away certainly made up for 
all of the hassle. 


As one of two classes 

‘capable of using 

companions, the 

Hunter is actually 

avery safe choice 

in pretty much any 

aspect of the game. 

It’s also one of the best 

solo levelling classes since 

a Hunter's pet can tank mobs 

while they safely deal damage from a 
distance. The traps, too, are great in both 
player-versus-player and raiding, 


UE 


Arguably the best 
damage dealers in the 

game, a good Rogue 

player is invaluable to 

any raid, dungeon or 

PVP match. Its stealth 

skills make it one of 

the more fun classes to 

play, too, since itis able 

to approach situations in 

a way that few other classes in 
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»{PC] Varilla World Of Wareraftwas not quite 2s easy as itis today, 
and you could easily spend a lot of time running back to your corpse. 


certainly had their favourites: some might warmly 
recall racing naked through the Wetlands at too low 
a level just to join their Night Elf friend on @ quest, 
others will remember the inane chat of The Barrens 
or the repeated Alliance raids, while everyone 

will remember teaming up for their first Elite kill — 
Hogger. Regardless of what that memory is, there's 
one thing that ties it all together: the community. “On 
the social side, | wanted to be sure there were lots 
of things players could do for each other,” says Kevin 
Jordan, who was focused more on the design of the 
combat and the gameplay side of things. “You know, 
the simple buffs and the cures and things that you 
could do while you're passing someone. Because it 
was no skin off your back and it had the potential to 
be a friendly gesture that could spark @ conversation, 
fight?” The sound of Arcane Intelligent is a familiar 
‘one, since Mages would cast it on any player that 
they came across in the world. Priests had Fortitude, 
Druids had Mark Of The Wild, Paladins had Blessing 
Of Kings; but it was all designed to foster a little bit 
of social interaction. “Another thing was that we 

had this concept of communal areas. So, instances 
required five people but out in front of the dungeon 
area was a lot of non-elite content that you can do 
solo and quests will point you there. It would be this 
kind of thing where people were frequently bumping 
into each other and this would seamlessly transition 
people into getting into a group." 

World Of Warcraft became a behemoth team for 
Blizzard, with over 60 people working on it—at the 
time that was an exceptional amount - and chipping 
away at making it the best it could be. There were 
designers for every part of the game, and since the 
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»[PC) I's possibleto try on items that were linked in chat, a 
‘smart move that gives players something to work towards. 


game was so huge it needed the manpower. But 
despite moments during alpha where the team itself 
were getting excited, there were still doubts over 
WOW’s potential. “It was like, we knew we were 
good,” says Bo, “we knew that we were making an 
awesome game, but we were stil like... this might 
Not sell real well, this may not be this awesome thing 
we think it is." Despite the excitement surrounding 
the game, the devs didn’t truly know what they had 
‘on their hands until the open beta test. “The number 
of people that came in during the open beta, we 
were blown away. Everybody was talking about it, 
everybody wanted to get in on the WOW beta and at 
that point | knew we were going to blow EQ away.” 


nd, of course, this was just a taster for 

things to come. The open beta didn’t just 

prove there was a demand to Blizzard, it 
reinforced the hype that was building around WOW. 
There was a tangible excitement about its release, and 
gamers —- MMO fans, EverQuest players and everyone 
in between — was eager to play when it launched in 
November 2004. And despite this hype, Blizzard was 
not prepared. “Our goal was 325,000 units,” says 
Beardslee of the humble expectations for the game, 
“if we could sell that from November to the end of 
the year, then we felt ike we were would be doing 
Teally well. We basically would have more than half of 
EverQuest's userbase, and we did that. And then it 
doubled and doubled.” The improvements it made to 
the EO template were noticed, and players around the 
globe became absorbed by what was being termed 
‘The World Of Warcrack’. It ate up lives and players 
became devoted to their guilds, their levelling friends 
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and their online avatars. All the while, Blizzard was 
struggling to keep up: “The biggest hurdle was that 
we didn’t realise the concurrency of the number of 
Players,” says Beardslee, who recalls the queues that 
players had to endure just to play. “We had a bunch of 
numbers so we could figure out what a server could 
accommodate. Ve thought maybe people would get 
on and play for one to two hours a night but people 
were playing four to six hours every night and the 
same people were playing every single night.” 

The popularity didn’t stop there, either. While more 
and more content was brought into the game after 
its launch with core features like player-versus-player 
or additional endgame content being added, in many 
ways Blizzard had to spend its time putting out fires, 
balancing the game, giving its voracious community 
additional things to do and ultimately maintaining its 
booming popularity. Despite launching just over two 
years after the vanilla release, the first expansion 
pack, The Buming Crusade, struck at a time when 
excitement for WOW was at its highest. It brought 
with it flying mounts, two new playable races and 
a chance to explore the original orc homeland of 
Outland. The Wrath Of The Lich King followed only a 
year later, tying off the beloved story of Warcraft III 
This is widely considered to be the pinnacle of World 
Of Warcraft, which resulted in the game's height 
of subscribers at over 12 million by the end of the 
expansion’s life. In December of 2010 Cataclysm 
was released, forever changing Azeroth by having 
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the slumbering dragon Deathwing lay waste to 
the original worid map. This allowed Blizzard to 
overhaul the graphics, but also to streamline 
the levelling experience in the process; it was 
a bold move, and a well-liked one, but many 
will say it was the death knell for the MMO. 
Since then the total number of subscribers has 
dropped and never quite recovered, with the 
Mists Of Pandaria expansion pack acting as a 
sort of nail in the coffin: though the expansion 
pack was well-designed, the shift in style and tone 
left many considered about the direction the series 
was beginning to take. Warlords Of Draenor (2014) 
tectified that by reigniting the Alliance and Horde 
war, while Legion (2016) felt like it wes trying to 
encapsulate the same feelings that players had when 
they first played The Burning Crusade. Battle For 
Azeroth (2018) proved Blizzard's consistency when 
it comes to Warcraft content, and it sold 3.4 milion 
copies on its first day alone - the fastest seling 
WOW expansion pack of all time. The most recent 
expansion, Shadowlands, marks a new chapter for 
the MMO, as well as an overhauled levelling system. 
But perhaps the most exciting thing that Blizzard 
has done, at least for retro gamers, is its release of 
World Of Warcraft: Classic. After years of demands 
from fans, the studio re-released the ‘vanilla’ WOW 
experience, werts and all, for players to get wistful 
over. “I think it’s good to release Classic,” says Kevin 
Jordan, "because there aren't a lot of high-quality 
games out there that provide the experience that 
vanilla WOW provided. A lot of MMOs, WOW 
included, have gone to a more streamlined approach 
and they don't cater this much to the social 
environments. | think it has potential to be very 
successful again." In a sort of ironic twist of fate, 
Classic was met with long server queues as Blizzard 
underestimated player interest. The developer was 
a little quicker to respond than before, but perhaps it 
says something of the love that players still have for 
vanilla World Of Warcraft. ¥ 
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These masters of the 4 
elements are restricted 4 
to the Horde and 

are very valuable 

additions to any team. 

They can heal, they 
can deal damage and 
they can even help to. 
tank damage ina pinch. 
By leveraging deployable 
totems, Shaman play is more 

about kiting the enemy to a specific 
area, and players will get a good deal of 
self-sustain while doing so. 


Commonly referred to 

as the ‘glass cannon’ 

of the game, the Mage 
class is capable of 
pumping out some 
serious damage, which 
makes them desirable 
teammates. If player- 
versus-player is more your 
‘scene, then the Frost skill tree 
is going to be essential, 


PRIEST 


Obviously the primary 

healing class of the 

game, Priests are 

actually the only class 

inthe game with two 

healing specialisations. 

The damage-focused 

‘Shadow Priest is severely 

lacking, but play as a healing 

Priest and you'll be guaranteed 

a slot in any dungeon or raid group, so long 
as you don't let those wipes happen... 


DRUID. 


The ability toshapeshift 
into different animal ° 
forms - and through 
that fulfil any role in 
the game - makes the 
Druid a very tantalising 
class since it’s such 

‘a cool concept. The 
problem is, however, that 
the Druid is the epitome of 
the jack-of-all-classes; fun to play, 
perhaps, but not in demand at all. 


Where the Mage is 
about high-damage 
spells with long cast 
timers, the Warlock is 
more about stacking 
numerous damage- 
over-time curses to 
whittle away at the 
enemy. Their damage 
is among the highest in 
the game, butit's arguably their 
‘Soulstone ability — which allows a group's 
tank or healer to resurrect themselves in 


battle - that makes them so popular. 
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GETS HUGE): 


EXPERIENCES BEST 
ENJOYED WITH OTHERS 


Games like DayZ, Minecraft 
and Ark: Survival Evolved 
fall intothis category and they 
45 : 7 4 often feature mechanics like 
a : crafting and are typically set 
e ui inproceduraly generated 
- environments and can often 
havea hostile theme, They're 
farmore entertaining online, 
‘as you're often surviving atthe 
expense of others. 


Unreal Tournament 

and Quake Ill helped 
popularise this genre and 
it's easy to understand how. 
Taking on living opponents 
in tight, constricted areas 
is so much more satisfying 
than when you play against 
a group of Al bots. It’s 
technically the same game, 
but the experience is 
massively diluted 


While you can technically 

play games like this on 
your own, they're rarely that 
satisfying to play. Games 
like World Of Warcraft, Final 
Fantasy XIVand EVE Online 
are all about engaging with 
other players (peacefully or 
otherwise), rather than just 
moving around in your own 
‘space, and they‘re all the 
better forit. 


While these games can 

beextremely difficultto 
getinto comparedtomeny 
ofthe genres we're featuring 
here, the enjoyment factor has 
the potential to become even 
more intoxicating, Working 
asa cohesive unitis often the 
only way of true success anda 
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“XBOX LIVE GAVE US 
A WHOLE NEW WAY 
OF PLAVING CONSOLE 
GAMES, BUILDING ON 
SOME OF THE DREAMCAST 
ADVANCES AND GIVING 
A SOLID, FORMALISED 
ONLINE EXPERIENCE” 


knew that everyone had ‘exactly’ the same setup, and we over the years. In OutRun 2, we only really needed to update 
could exploit the Live matchmaking, Achievements, Gamertags __ the position of the players’ cars over the network as the 

etc that Live provided, We'd not done much PC coding at that traffic pattern was fixed. Compare that to a modern open 
time, other than ports, mainly because it was such a fractured world game like Crackdown 3, now we have to be able to 


space - machine specs varied wildly across all elements synchronise and update thousands of objects from players, single-player game simply can't 
- graphic capabilities, resolutions, controls, performance. to enemy Al, to complex traffic and prop object placement. eplicate that. 
Everything. Consoles fixed all that to one standard.” Which is even more challenging when the player is busy BATTLE ROYALE 
Even though services like Xbox Live and PSN have made making it all blow up in a myriad ways!” Ths ia relatively 
online gaming easier, the internet is still a challenge for Those challenges are worth it, though, when you consider fa vane Wenks 
developers. “We still fight the core technical fundamentals of | how much satisfying online gaming is today. And Martyn tothe rise of games such 
latency and bandwidth,” highlights Steve. “Modern games Chudley believes its popularity today can be summed up with as PlayerUnknown’s 
need to send not only information from other players, but one simple word. “Social,” he concludes. “Games are now (ei ams Mee 
; : eae Battle Royale (although some 
you also have voice chat, streamed video and more. That's perceived as a million times cooler than back in the day and Tiny argue BanbernenOsnte 
great if you've got a low-latency/high-bandwidth connection, this is because they are pretty much all connected in some isan eerlier contender), 
but it’s only as good as the player in the session with the way now, though the various online services that the hardware Regardless of how new the 
worse connection, so we spend a lot of time mitigating that manufacturers have created. If gaming was still a completely sae ey is, Seu 
with server locations and code solutions like client-side solitary experience | believe games would still be as geeky Pena atcaasea ane 
“i 5 = * ry against human opponents. 
prediction. The complexity of networking has jumped, too, and nerdy as they were when we all started out! 
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[PC] CD Project Red's The Witcher 3; 


Wild Hunt mixes rural wastelands and 
dense urban locales effectively. 
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How the turn of the 
century gave us a boom 
in open world gaming and 
set the template for the 
modern blockbuster 


he rise to prominence of 3D gaming 

in the Nineties triggered an era of 

experimentation that gave birth to 

new ideas, genres and styles. Out of 
that crucible emerged a handful of influential 
games that laid down the template for the 
modern blockbuster, their influence still keenly 
felt today. We are talking about the emergence of 
the modern 3D open world. 

Before we pay tribute to the legacy of those 
games, we must acknowledge that open world 
titles existed well before the era of 3D gaming. 
“The genesis of the open world happens entirely 
in the United Kingdom in two key years, 1984 and 
1985,” explains Chris Bateman, founder of ihobo, 
the studio behind Silk, an open world game 
inspired by games like The Lords Of Midnight, 
Eye Of The Beholder and The Bards Tale. “Elite, 
The Lords Of Midnight, Paradroid and Mercenary 
all laid out ways of giving the player maximum 
agency with the relatively minimal resources of 
the ZX Spectrum, Commodore 64 and Amstrad.” 
Chris points out that Elite “directly inspired DMA 
in making the GTA franchise”. 

However, we can’t ignore that the titles that 
emerged around the turn of the century were 
markedly different. The likes of Shenmue and, 
most significantly, Grand Theft Auto Ill gave us 
a vision of what the future of games might look 
like. It's a vision that proved to be remarkably 
accurate, the hallmarks that the games of this 
era established are still evident in some of the 
biggest games of today. 

“Two of my favourite games at the turn of 
the last millennium were The Legend Of Zelda: 
Ocarina Of Time and Grand Theft Auto III,” recalls 
Michael De Plater, vice president at Monolith 
Productions. “And two of my favourite games 
at the dawn of the Twenties are The Legend 
Of Zelda: Breath Of The Wild and Red Dead 
Redemption II. So, there's a pretty straight line 
from those breakthrough games to their direct 
successors today,” he continues. 

The aforementioned Ocarina Of Time, which 
came out in 1998, made important steps 
towards what we would come to understand 
as the modern open world game — its open 
structure was cited by GTA Ill producer Sam 
Houser as an influence. 1999's Shenmue was 
also a pioneering title which deserves credit for 
introducing a host of revolutionary systems - the 
game included the now-common feature of a 
day/night cycle, changing weather and gave us 
an incredibly detailed 3D city in which to roam 
freely. Its level of realism was stunning at the 
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EXAMINING THE DNA OF EARLY OPEN WORLDS 
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David Braben and lan Bell's legendary 1984 This influential series is known for its open 
space sim was revolutionary, and a case can be nature. Ultima IV expands on that by allowing 


made that it is the first true open world game. you to align with different factions. 


FUE] 
1997's Grand Theft Auto might look very This 1991 Amiga and Atari ST title is notable 


different to the GTA we know now, but that for allowing you to use a number of vehicles to 
formative DNA still persists in the franchise today. navigate its 3D world. 


While this iconic NES title is not an open Though it wasn't particularly well-received, 
world game per se, this game, and its sequels, this free-roaming fighting game from 1999 was a 
were a big influence on the genre. taste of what was to come. 
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Your goal in Mercenary is to escape from 
a wireframe planet, with the game offering 
multiple open paths to achieve that end. 


After sailing to ‘the new world’, Seven Cities 
lets you explore the coast, interacting with the 
natives and setting up missionaries and forts. 


The concept of the 'sandbox., is on show in Allowing you to journey to different countries, 
an early form in this title that has you play as a this game gestures towards the scale that would 
schoolboy trying to steal his report card. become such a big feature of modern open worlds. 
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ADDING A NEW TWIST TO AN ESTABLISHED GENRE 


W au time, though the game didn’t always hit the mark 
open ORLD Inno ORS with its groundbreaking ideas. Shenmue left 

an indelible legacy, but its unevenness, and the 
series financial failure, was perhaps indicative of 
the fact that this was a genre still finding its feet. 
It wouldn't be long, however, until the gaming 
world was shaken to its core by a monumentally 
successful sequel. 


Grand Theft Auto series had already 
established a solid foundation with 

its successful 2D top-down titles. But it was 
Grand Theft Auto III which took that foundation 
and radically reimagined it to deliver us a 3D 
rendition of Liberty City that took the series, and 
open world videogames, to a whole new level. 

“In the Nineties, there began a publishing 
battle on presentation values that lead to more 
film-like techniques appearing in games, larger 
team sizes and greater development budgets,” 
says Chris. “It was @ war for the so-called 
‘triple-A market’ - which is to say, for the prestige 
of big budget games. Shenmue is an example of 
the escalating cost of development and the 
battle for that ‘prestige’ status at the turn of the 
millennium. Yu Suzuki's magnum opus was an 
astonishing piece of work, and one of the most 
interesting narrative designs we've ever seen, 
but unlike GTA, it lacked mainstream popular 
appeal. A lot of the budget in Shenmue went on 
establishing the atmosphere of its setting; most 
of the budget in GTA went on toys for the player 
to crash, smash and shoot up. As much as| love 
Shenmue, | can’t deny that DMA had uncorked 
the commercial genie of the open world genre 
while Suzuki-san was making a grand folly.” 

Grand Theft Auto III perfectly captured the 
giddying excitement of what would come to be 
known as ‘sandbox’ gaming, allowing us to make 
our own fun by stealing cop cars and getting 
in epic chases, scrapping with pedestrians, 
diligently lining up stolen cars and then blowing 
‘one up with a rocket launcher to create an 
explosive domino effect that would cascade 
down the street, or whatever else popped into 
your imagination. There was a liberating sense 
of possibility in this huge city (well, for the time) 
and a formative experience to an audience which 
was not accustomed to being given that much 
freedom in a game space that big. 

This freedom not only made GTA Ill a hell 
of a lot of fun to play, it became the basis for 
the media hysteria which only helped raise its 
profile. The idea that players could do whatever 
they wanted, including embarking on murderous 
rampages, had the media, pundits and politicians 
frothing at the mouth about the way the game 
might indulge and foster the worst impulses in 
the young minds playing it. There was certainly 
room for legitimate debate. Particular focus was 
placed on the fact that the game allowed you 
to hire sex workers and then murder them to 
get some of your money back, which mirrored 
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real-world violence against these vulnerable 
people in a way that is uncomfortable. However, 
the media’s characteristic immaturity when 
dealing with the topic of videogame violence 
and the self-serving performative morality of 
the conservative observers attacking the game 
helped ensure that there was little room for 
considered reflection. 

Rockstar quickly built on the success of GTA Ill 
with Grand Theft Auto: Vice City in 2002 and 
Grand Theft Auto: San Andreas in 2004, each 
adding new features to the series, though very 
much based on the building blocks established 
by GTA Ill. The series was an incredible critical 
and commercial success, signalling a major shift 
in the landscape of videogames. Where the kind 
of player freedom and agency the series thrived 
on had once been a preserve of relatively niche 
genres and titles — the likes of Deus Ex and 
Baldur's Gate, to give a couple of examples - 
GTA established it as a core element of the big 
budget blockbuster. Additionally, once players 
had experienced a game that took place in a 
believable world, as opposed to a linear, directed 
level, the old way of doing things quickly seemed 
old fashioned. The mainstream audience had a 
taste of something new and never looked back. 

“The influence of the open world approach is 
felt everywhere now,” Chris reflects. “Any game 
that is targeting the core market for games wants 
to tap into the appeal of agency, and the flexible 
play of the big sandboxes.” 


TA defined the contours of what a 
G modern 3D open world game looks 

like, establishing conventions that are 

adhered to. Think of the minimap, the idea 

of picking up different missions from characters 
across the game world, the mix of a structured 
missions and free-roam gameplay, even the way 
these games tell their stories. 

“It's worth noting Grand Theft Auto handled 
the nonlinear aspects of its story by gating 
the player in a particular area until the player 
indicated they wanted to move on to other 
sections of the map/game,” says Outer Wilds 
writer Kelsey Beachum on the approach GTA 
took to the challenge of open world storytelling. 
“This isn’t ‘bad’, per se; it's just a way of telling 
a linear main story that allows other less linear 
subplots and arcs to unfold without conflicting 
with major story elements. Many open world 
games rely on some degree of gating in order 
to simplify the challenges of storytelling, player 
agency and gameplay progression inherent to 
open world settings.” 

The vital role that the GTA series played in 
establishing what a modern open world game 
looks like in the years following the millennium 
was immediately evident in the spate of similar 
titles that followed, initially dubbed ‘GTA clones’ 
in a move that mirrored the impact Doom made 
on the FPS with the emergence of the term 
‘Doom clones’. 2002's The Getaway was an 
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Right from the start the genre was founded on the 


~8 pS 


esis of elements and features from other genres 


with Grand Theft Auto combining driving and shooting, 


attempt to bring the GTA formula to gangland 
London, the first Saints Row game a clear move 
to cash in on the GTA craze and 2005's Yakuza 
showed a willingness to incorporate the legacy of 
its native Shenmue with influences pulled from 
the more financially successful GTA series. 

None of this is to suggest that open world 
games did not also take their own paths or find 
ways to evolve the genre. “I think open world 
games are an umbrella which can support 
almost any type of genre or experience from just 
about any other game,” Michael argues. “Right 
from the start, the genre was founded on the 
synthesis of elements and features from other 
genres with Grand Theft Auto combining driving 
and shooting.” 

Indeed, the fact that open world games were 
not a flash in the pan and that so many other 
titles have been able to take the template laid 
down by the open world games that emerged 
around the year 2000 and find their own twist 
is a testament to the genre's flexibility. Think 
of how Forza Horizon has used it with racing, 
or how, in 2007, the first Assassin's Creed took 
the open world concept to a historical setting 
and added parkour, making the navigation of 
the world's architecture a key feature. “With 
Middle-earth: Shadow Of Mordor and later with 
Shadow Of War, we brought in systemic design 
influences and player-driven story features from 
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{PC] Sik (left) mimics games tke The Lords Of Midnight. The Red Dead 
series (below) highlights how Rockstar’s Grand Theft Auto formula can 
successfull be lifted and applied to « newsetting with a few tweaks. 


sports games and strategy games,” says Michael 
on Monolith’s own innovations. The Outer Wilds 
provides yet more evidence that the genre is far 
from stagnant. “The idea of exploring a world 
that changes over time was one of the main 
motivations behind the game's creation,” says 
Outer Wilds creative director Alex Beachum. 
“Not only did we want players to explore time 

in addition to space, we wanted to create a 
world that felt like it would go on existing with 
or without the player (as opposed to many game 
worlds that feel static or player-centric). Through 
exploration players can come to understand the 
systems governing the world, but they can never 
truly control it.” 

Acknowledging the ways in which game 
designers have taken fresh approaches to an 
established genre does not undermine the debt 
games still owe to that vital period around the 
year 2000. Open world games still dominate our 
sales charts: Red Dead Redemption II, Ghost Of 
Tsushima, Assassin's Creed and The Witcher 3 
are all blockbusters. And with upcoming games 
like Horizon Forbidden West, that trend is likely 
to continue. These games clearly don’t deserve 
to be called ‘GTA clones’. Nevertheless, from the 
icon-speckled maps, to the sandbox gameplay 
and the vast worlds, they are still recognisable 
as games that emerged from the template 
established by GTA III and its contemporaries. 
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Wii Sports “¢ : 
“TARA, PLEASE DON'T BREAK THE TV" (5 a 
5 » WII » 2006 » NINTENDO 


I'm so glad that I was at university when the Wii came out. It was really the perfect 
environment for the system — we had plenty of guests for the multiplayer games, our living 
room was spacious enough to make motion controls enjoyable, and honestly, swinging 
Stuff around is even more fun when you're a little bit tipsy. | know what you're thinking - 
‘What got broken?’ Given all the stories of Wii remotes being thrown through TVs, it was 
amazing that nothing did, though | do shudder whenever | remember a good friend narrowly missing the 
TV during a heated game of bowling on Wil Sports. The clatter when my controller hit the wall... ouch. 

That friend wasn't exactly a big gamer, but then very few of the people | played Wii Sports with 
were. That was the beauty of the game, and more broadly the Wii's motion controls — anyone could 
understand it, from your eight-year-old nephew to your 80-year-old nan. All you needed to do was hold 
the nonthreatening remote control and do the thing. Wii Sports was the perfect game to demonstrate 
that. Boxing? Make punching motions. Playing tennis? Swing that thing like a tennis racquet. When you 
got it out for that first time on Christmas day, everyone wanted a go. 

The Noughties, as we like to call them in this magazine, was the decade where breakthroughs in game 
control meant that everybody became a gamer. Casual audiences loved the EyeToy, but they weren't 
picking up PS2 consoles to get them. Today's casual gaming market is largely cordoned off from the 
‘serious’ games machines, confined to the smartphones that gained popularity later in the decade — and, 
arguably, picked up the audience that used to poke at Dr Kawashima’s Brain Training on the DS. But the 
Wii was the bridge between the two worlds — motion contro! technology offered exciting possibilities for 
hardcore gamers and experiences compelling enough to convince casual players to buy dedicated gaming 
hardware. It didn’t matter how interested you were in games beforehand — everyone played Wii Sports, 
making it a true cultural phenomenon. ¥ 
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The developers who dared to 
think outside the box 


VP of ‘games ‘publishing, 
Microsoft Game Studios 


INSIDE THE: XBOX 


MICROSOFT IS ONE OF THE TITANS OF TODAY’S 
GAMING WORLD, BUT IT WASN’T ALWAYS THIS WAY. 
WE SPEAK TO THE MEN BEHIND THE MACHINE 

AND ITS GAMES TO FIND OUT HOW THE WINDOWS 
COMPANY INVADED THE LIVING ROOM... 


Words By Nick Thorpe 


| f he idea of Microsoft making a 
games console in 1999 was fucking 
ludicrous!” Seamus Blackley’s 
recollection isn't wrong, but such a 
notion seems like ancient history today. Microsoft 
is now established in the console gaming industry, 
with a tenure that is soon to match the likes of 
Sega and Atari’s hardware ventures, so it's easy to 
forget a time when journalists openly questioned 
how such a “terminally uncool” company could 
make a successful incursion into an entertainment 
business. But the Xbox did succeed thanks to a 
\ band of committed gamers, a forward-thinking 
\ approach to development and a boatload of cash - 
and there's never been a better time to get into the 
console than today, thanks to its cheap games. 
The Xbox story begins with Seamus Blackley, 
who in the late Nineties was at Microsoft and in 
charge of entertainment graphics on Windows 
essentially, getting multimedia and gaming 
applications working nicely. “Sony announces the 
PlayStation 2, and they say it’s going to replace 
the PC,” recalls the industry veteran. “I had the 
roadmaps of all the graphics card manufacturers 
- 3DFX, Nvidia, ATI. | was visiting my girlfriend 
who was at that point living in Boston, flying there, 
and | realised that the roadmap for graphics from 
the guys making cards for the PC was going to far 
exceed the performance of what PlayStation > 
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> was going to do.” The only problem for Seamus 
was the PC platform itself. “I'd been making PC 
games at that point for many years. You have to 
pander to the lowest common denominator, so 
you can never make a game that actually uses the 
full performance of any of these things, whereas 
on console you can because obviously you've got 
a single hardware target.” 

The appeal of a single platform was somewhat 
rooted in Seamus’ recent development history. 
“[had nothing to lose but | was also passionate, 
because | had this titanic and horrible failure with 
the game Trespasser,” notes Seamus. The Jurassic 
Park tie-in was ambitious - its environments, 
physics engine and rendering techniques were far 
beyond what most games had to offer in 1998, but 
it was shoved out of the door early and required 
a monstrously powerful PC to run acceptably. 
Together with fellow DirectX engineers Kevin 
Bachus, Ted Hase and Otto Berkes, Seamus drew 


» [Xbox] Instead of porting PC properties, existing Microsoft 
developers like FASA Studio worked on new games, lke Crimson Sties 
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XBOX 


44When it was looking bad, people called it 


‘Coffin Box’ 


- Your career’s in the coffin if you 


work on that! 99 


Seamus Blackley 


up a plan for a “DirectX Box” console. “Our entire 
goal was to make a box for developers, because 
we were all developers,” Seamus explains. 


ather than using the custom 
components of its competitors, the team 
chose to employ largely off-the-shelf PC 
parts in the hardware design. “At that 
time, everybody made games on the PC. All the 
PlayStation games — even Nintendo, the PC was 
the development platform. They would have a 
target, and then they would compile it for this 
other platform, because the PC had all the tools,” 
explains Seamus, explaining the philosophy 
behind this choice. “So the basic, simple 
thought is why don’t we just have the target 
platform also employ that architecture? Then 
it’s super trivial and nothing gets in your way. 
If we can do that, then we should have a huge 
advantage in making better content, and ina 
content business that’s the win.” 

To get that content, the DirectX team would 
have to work with Microsoft's established gaming 
division. “I'm someone who loves games, and 
| had left the Office side of the company to run 
Microsoft's game business because of that,” 
remembers Ed Fries, former vice president of 
game publishing at Microsoft. “I had worked 


for about four years to grow Microsoft's game 
business on the PC and we had done well there, 
so we were just starting to think about how we 
could grow more and faster. That involved thinking 
about getting into the console world, where we 
hadn't really done anything yet. So that was what 
was in my head when the guys from the DirectX 
team first walked into my office and proposed the 
original Xbox.” Ed would soon find himself as part 
of that team, managing Microsoft's internal Xbox 
software development efforts, and after launch he 
became responsible for third-party relations, too. 

Selling the Xbox vision was easier said than 
done, in part because the Xbox as a consumer 
entertainment device didn’t fit the company 
culture of selling business software. “One of the 
huge problems we had was that we were at the 
Windows company,” Seamus explains. “We said, 
‘Hey, we want to make this games console,’ and 
every Microsoft guy who had been steeped in 
operating systems said, ‘Oh yes, Windows for 
the living room — it'll run Windows and we can 
upgrade it,’ and we would freak out and say, ‘No, 
it's fixed, that’s not how this business works.’ We 
had to explain to them that the console business 
was a business in which you sold content, and 
made money from the content, not from the 
operating system.” Seamus and the Xbox team 
would have to fight an uphill battle against 
corporate caution, and soon learned that the best 
way to fight it was to make out that there was no 
battle at all. “There were a lot of people who said 
it should be Windows for the living room, and we 
surfed on that - we let people believe that because 
it helped us. Members of our tiny little rogue tribe, 
we understood that the end result was going to 
have to be no operating system.” 

While an internal political battle is no surprise, 
what comes as a shock is that despite being aware 
of the company’s power and resources, the games 
industry was also sceptical of Microsoft's chances 
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1» [Xbox Halo 2 generated an enormous $125 milion in sales on launch day. 


in the console market. “For the first six months, 
Xbox was me and Kevin going around and giving 
a presentation for developers,” recalls Seamus. 
“We had a meeting with the president of one of 
the big Japanese game companies. He proceeded 
to tell me that Xbox was going to fail, that no 
American console could succeed, and that | was 
going to be unable to get Microsoft to do it, and 
that nobody was going to believe that Microsoft 
would carry through.” That wasn’t the only hostile 
response Seamus endured, as another incident 

at a large publisher's Canadian studio illustrates. 
“The guys who ran that office took me aside and 
told me | couldn't speak there because they didn’t 
believe Microsoft would do a console, and that | 
could pull it off. The whole audience was waiting 
for 40 minutes while they grilled me.” 


ight up until the green light was given, 
other people wanted to have their say, 
and the Xbox team found itself fending 
off attempts to turn the project into 
Web TV, a tablet and other such things that 
were closer to Microsoft's comfort zone - as 
well as attempts to kill it stone dead. “When it 
was looking bad, people called it ‘Coffin Box’,” 
remembers Seamus. “Your career’s in the coffin if 
you work on that! People would say this to me and 
I'd say ‘No, it's going to succeed’ and then I'd drive 
home crying.” 

What ultimately kept the project from failing 
was the support of the company’s old guard, from 
the early Windows days. “A few people who were 
around from that era, and remembered what it 
was like, were reminded of it by what we were > 
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[Xbox] Rare utiised the power of Xbox to make Conker look flutfier 
than ever before 


Q&A: PHILIP OLIVER 
& ANDREW OLIVER 


The men in charge of Blitz Games look back at the 
creation of the first published Xbox game 


How did you get the job of producing 
Fuzion Frenzy for Microsoft? 

Philip: When Microsoft decided to enter the console 
market they sensibly decided to contact many major 
developers around the world. Blitz Games was growing 


fast and gaining a great reputation for mass market, fun 


character-based games. They wanted to launch with a 
variety of first-party games that appealed to different 
player types and one of the slots they were trying to fill 
was a party game, This fitted our profile well and we 
were invited to pitch. 


What were the advantages and 
disadvantages of the Xbox hardware 
compared to the competition? 

Andrew: It really was a standardised PC in box. This 
meant it was extremely familiar and easy to develop 
for, especially for any developers that came from PC 
development. In fact, Microsoft told developers to just 
get on and write the games, ASAP, with high-spec PCs 
and console-style controllers. 


How long did development of Fuzion 
Frenzy take? 

Philip: We learnt Microsoft was planning a console in 
summer 2000 and pitched Blitz Partyin the Autumn. 
November and December saw us getting the team. 
together and getting the project underway. To win the 
contract, not only did it need to be a great compelling 
game, we had to agree to have the game mastered by 
the end of August 2001, Microsoft assured us things 
would move fast from their side and so we immediately 
put developers on making minigames, as we only had 
ten months of development time, 


How did you come up with the minigames 
found in Fuzion Frenzy? 

‘Andrew: We had a team of about 35 people on the 
game and split them into three subteams. Within these 
subteams, we paired artists with programmers and 
each had to create a prototype game a week for the 
first two months. Then, working with our Microsoft 
Producer, Gordon Hee, we picked the ones that 

were working best and dropped those that looked 
problematic or just werer’t fun. The next phase was 

to work up the chosen prototypes to more polished 
games, with depth, Al and fitting the chosen art style. It 


» [Xbox] Fuzion Frenzy will s backwards compatible on the Xbox One 
and Xbox Series X/S. 
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» [Xbox] Designed as the Xbox’s answer to party gameslike Mario 
Party, Fuzion Frenzysod enough to warrant a sequel. 


was massive parallel development and it worked really 
well and resulted in 45 minigames and the metagame. 
Fuzion Frenzy was completed on schedule and was the 
first mastered game for Xbox, in fact it appeared on 
shop shelves a week ahead of the Xbox itself! 


What audience was the setting and cast of 
Fuzion Frenzy designed to appeal to? 

Philip: We wanted to ensure there was a consistent 
style running through all the games, even though they 
were all very different in gameplay. So, whilst designers 
and programmers were prototyping fun minigames, the 
art team were working on characters and art styles that 
would bind everything together coherently. They took 
inspiration from the skaters and boarders scene and 
then we decided to give it a strong futuristic sport arena 
look, taking inspiration from films like Blade Runner 
and The Running Man. We worked with JD Alley, the 
Microsoft art consultant to finalise the style. 


How did you feel about Fuzion Frenzy's 
sales and critical reception? 

Andrew: | think the reception and sales, around half 

a million copies for the opening selling quarter, were 
all pretty reasonable and justified. Obviously, we'd 
hoped for more, but the small install base, and cost 

of additional controllers limited its potential. The 
development team continued development with Fuzion 
Frenzy 2with online play, as we knew that in the new 
year Microsoft would be launching the Live service 
and Fuzion Frenzy would make an obvious launch title 
for the service. Sadly, slow sales on the original boxed 
version meant they halted development of this version. 

Later, sales continued to rise and over a million 
copies were sold. We were in constant contact with our 
producer and we convinced them it was worth making 
a sequel, However, due to internal politics at Microsoft, 
whilst they agreed to a sequel, they put the game out to 
tender and we had to bid competitively to win the rights 
to develop it. Hudson Soft was chosen as the developer 
of the sequel and they used a lot of our concepts. 

We are extremely proud of Fuzion Frenzy and the 
‘team that built it. Those ten months were a pretty 
intensive time for all involved, but it was fun to develop 
and we so pleased that so many people found it fun to 
play and still fondly remember it. 


was @ big exclusive draw for 
Js alike 


DP doing with Xbox and helped us out,” Seamus 
recalls. “Chief amongst them was Bill Gates, but 
also Rick Rashid who ran Microsoft Research and 
Rick Thompson who ran the hardware group, and 
many, many others who loved the spirit of the 
thing, and backed us up politically in ways that | 
didn’t even understand that we needed.” 

| After getting the green light, Ed had less than 
CHRONICLES oF E two years to put together cae line-up. As 
RIDDICK: ESCAP! e well as commissioning games from respected 
FROM BUT CHER BA external studios, Microsoft employed what Ed 
athis first-person adventure is @fantast prison break a i calls an “all hands on deck” approach to game 
Jc from the shadows and enjoy brutal braw's. development internally. The teams that had been 
£3.00 responsible for the company’s successes in PC 


.g game, featuring free-roaming 


his is an enjoyable snowboardin 
es it ronplace until later in the decade. 


action that wouldn't become comm 


allows you to both attack 


DEAC OR ALIVE 3- vie gaming were involved, but for various reasons 
WThis fast-paced fighting game boasts phenomenal graphics and didn’t bring the old properties across. “It didn’t 
multitiered arenas to smash your opponents through. really make sense to take Flight Simulator over, but 


it was certainly considered at times,” Ed recalls. 
G T “The guys at Ensemble Studios looked at Age Of 
BLE: THE LOS guys at Age 
PABPTERS. oe aeeeeseseee £3.08 Empires and had multiple Xbox prototypes that 


w This Classics version of the ambitious Lionhead RPG: has even ee 


s \d more. up turning into something real. The FASA group 
than the original, with extraareas, quests an ; : 
more content thar ys had a lot of contributions, Crimson Skies is a 
LVEG.. £2. 58 well-loved original Xbox game, and that came out 


HALO: COMBAT EVO! 


fedly propelled the Xbox to Eee ate Rare aes Te BSS 


years earlier.” While not a conscious choice, this 
ultimately gave the Xbox an identity distinct from 
£2.08 Microsoft's PC gaming heritage. 


im The FPS which almost single-handi 


«uecess isan essential purchase for this crazy pice, 


HALO 2 esseeeee ouright 26 For all of the gaming expertise that already 
li For this price, you - A Baath 
mts the bestselling Xbox game ever | existed within Microsoft, the team that would 
well buy four copies andget a good od fashioned LAN party 90S ultimately make the biggest impact was a new 
£1.08 acquisition, Bungie. The team had a good 


reputation from the Marathon and Myth games, 


NINJA GAICEN.- 
' franchise is afast, 
' h, but this 3D revival of Tecmo's classic frar 
rege adventure. Heads wil roll. 


stylish and very violent hack-and-slash 


PROJECT GOTHAM ia 
RACING 2 see, gees 


Bizarre Creations sequel ‘occupies themiddle ground between 


arcade excitement and hardcore simulation. 


Mm CLANCY’S 
SPLINTER CELL eeseeeeere £1.58 


W This stealth classicis at its best on Microsoft's console, thanks to 


longer levelsand a tougher challenge al-round 
ToP SPIN TENNIS... 
letyou gve Tim Henman the Wimbledon victoryhe 


This doesn't Ze 
t's about all this excellent tennis game doesnt do. 


craved, but th: 


boxto great use, displaying 
pressive graphical effects, 
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GGAs far as Bungie goes, | definitely bet 
everything on Halo... All was going to get was 
the team and Halo 99 


EdFries 


but had hit financial trouble and was up for sale. 
“As far as Bungie goes, | definitely bet everything 
‘on Halo,” says Ed. “I had to do a deal with 
[minority Bungie owners] Take-Two, and basically 
the way we put the deal together was they got the 
back catalogue, all the old work and brands from 
the past, and all | was going to get was the team 
and Halo.” The promising first-person shooter 
had already been revealed for PC and Mac, but 
Microsoft decided it'd be a great Xbox exclusive. 


4 ( id | know then that Halo would be 
D the killer app? In a lot of ways, we 
didn’t really know what we were 
doing,” confesses Ed. “We had 
never done a game in the console world before. 
We were getting a lot of mixed feedback — a lot 
of people looked at Halo and thought it looked 
like a PC game, they thought it wasn’t colourful 
enough, the characters weren't cartoony enough. 
There was a nagging feeling that because we had 
come from a PC heritage, that this was the game 
that appealed to us, but it wouldn’t to the regular 
console audience.” Knowing that the office 
favourite might not be universally appealing, the 
team made sure to back a safer bet too. “At the 
same time we were working with Lorne Lanning, 
who is a super talented guy with his Oddworld 
franchise which had been proven successful on 
the PlayStation,” Ed explains. “That was another 
game we were excited about, so we launched 
both games with a pretty similar amount of 
marketing support.” 
What helped every team 
was that the system was 
easy to work with, 


This was the biggest goal for the system, and 
by all accounts the team delivered on this front. 
Chris Sutherland was at Rare as the company 
transitioned from GameCube to Xbox, and 
remembers the move being relatively painless. 
“As you'd expect with Microsoft, there was plenty 
of documentation so it wasn’t too tough to move 
over,” the programmer recalls. Former Bizarre 
Creations developer Stephen Cakebread was also 
impressed with the developer support, particularly 
when it came to tools. “They were a significant 
step up from the tools on other platforms, and 
eventually they even surpassed what was available 
on the PC,” he explains. “Even though the Xbox 
had better raw performance numbers over the 
competition, | think the improved environment for 
devs is what made the most difference.” It was 
a big win for the team, and one which Seamus 
considers to be a signature achievement for the 
platform. “Sony and Nintendo got away with 
treating their developers terribly,” he says of the 
pre-Xbox years. “The thing that I'm most proud of, 
that | think everybody can be most proud of, was 
that Sony suddenly had to do developer support.” 
It also didn’t hurt that as a piece of hardware, 
the Xbox was a beast. The system packed a 
733MHz Intel Pentium Ill CPU, a custom Nvidia 
GeForce 3-based GPU, 64MB shared RAM and 


a DVD drive. The machine also included an 8GB 
hard disk - a first in console gaming. This was 

a big advantage, as former Bizarre Creations 
programmer Stephen Cakebread explains: “The 
HDD was faster than a DVD, so if you copied files 
from the DVD to the HDD you could load them 
much faster next time around, with the additional 
bonus that you could load from both the HDD. 
and DVD at the same time! (eg, loading levels 
from one and streaming music from the other).” 
Overall, the Xbox had the specification of a 
decent PC of the time (which still would have cost 
twice as much as an Xbox on launch), but as the 
Xbox wasn’t burdened with the task of running 
Windows and its developers didn't have to worry 
about supporting lesser systems, its gaming 
performance was astonishing. 

When the press finally got their hands on the 
Xbox, reception was broadly positive though 
there were some reservations about the console's 
look, as well as the enormous joypad nicknamed 
the ‘Duke’ by players. “You should ignore > 
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Q&A: MARTYN CHUDLEY 


The man who was in charge of the Project Gotham Racing series 


remembers the start of the series 


What did the Xbox offer over the 
competition in terms of performance? 
What was it like to code on? 

The Xbox was a dream to develop for. The PS2 was 
crazy powerful for the time, but you had to work so 
hard to get access to that power - with the Xbox, it was 
all abstracted, allowing our coders to get far more of 
the raw power with much less effort. We also had a 
stable development environment through Microsoft's 
pre-existing Windows development tools. We (Bizarre) 
also had direct access to the Microsoft guys and gals 
who were 100% responsible for the hardware and 
software, so this support was amazing, 


How did your exclusivity deal on Project 
Gotham Racing come about? 
The deal for PGR came about as a result of Sarah (my 
other half) and Brian (Woodhouse — our development 
director) doing a pitch to Microsoft for an ‘F-style 
game in cities’, as way of a follow-up to Metropolis 
Street Racer. We ‘knew’ at that point that Dreamcast 
was effectively dead and that Sega would be going to 
become a multiplatform publisher, but they refused 
to acknowledge this to us. Ideally, we would have 
taken MSR to both PS2 and Xbox with Sega, but they 
just couldn't admit their situation to us in time for us 
to recoup some of our losses. Upon doing the ‘F1-ish’ 
pitch, the chaps at Microsoft saw a near-complete demo 
version of MSR and simply said, ‘Why not give us that?" 
Upon examining our contract with Sega, it transpired 
that we (Bizarre) owned all the code and data, whereas 
Sega just owned the IP - essentially just the name 
Metropolis Street Racer. This meant that we could do a 
‘homage’ game, using all of the cities and any new cars 
that Microsoft would license, just as long as we didn’t 
call it Metropolis Street Racer! 


Was there much stress getting the game 
ready for launch? 

Oh yeah — it was mega stressful for the entire 
production. We basically had well under 12 months 
from start to finish. Our original plans for development 
started at the tail end of 2000, targeting console release 
of November 2001. This was a stupidly tight schedule 
given that we were doing a complete code rewrite, 
remodel of all the cars, had to hire new staff, working 
with a brand-new set of production people and to cap 
it all had multiple revisions of (usually underpowered) 
preproduction hardware and libraries to aim at. 


» [Xbox] We hope thatone day PGR willbe announced as @ supported 
tie on Xbox’s backward compatiblity lst 


G4) think the improved 
environment for 
developers is what 
made the most 
difference 99 


Seamus Blackley 


> the naysayers and doom merchants who. 

have ignorantly dismissed Xbox out-of-hand,” 
opined Edge after taking delivery of the finished 
product. “It's expensive, corpulent and the 
joypads aren't entirely ergonomic - but by the 
gods is it powerful.” What's more, the software 
accompanying the machine delivered. In particular, 
Halo was hailed as “the most important launch 
game for any console, ever” by Edge and received 
the magazine's fourth 10/10 score. Other reviewers 
were similarly impressed, as evidenced by its 
score of 97 on review aggregator Metacritic. 


Zo 


» [Xbox] Project Gotham Racing was warmly received on its debut, 
netting 8/10scores from Edge, Game Informer and Eurogamer 


How did you end up choosing the four city 
locations you went with? 

The original locations (San Francisco, London and 
Tokyo) were chosen in conjunction with Sega as they 
were absolutely iconic, fit the key console territories 


he first territory to receive the system was 
North America, on 15 November 2001. 


and were all visually (and layout-wise) unique. 
New York was, again, chosen for its worldwide 

recognisability and also it was relatively easy for us to 
perform the research trips. In fact, the cover art of the 


Propelled by the popularity of Bungie's 

Halo and demand generated as a natural 
result of the holiday season, the Xbox sold an 
impressive 1.5 million units in the region before 


the end of the year. It was an encouraging start 
for a system that had faced so much scepticism, 
and North America would remain the console's 
stronghold for the duration of its lifetime - for 


game was to feature the Ferrari F50 in front of the Twin 
Towers, but due to the catastrophic events of 9/11 we 
had long discussions with Microsoft about whether to 
keep (as a tribute) or remove the towers from the game 


(which we eventually did). every Xbox sold in the rest of the world, Microsoft 
sold two on its home continent. 

What improvements did Project However, things weren't nearly so rosy in Japan. 

Gotham Racing make over MSR? Microsoft brought 250,000 consoles into the 


country for launch, and attracted some very high- 
profile Japanese developers. Tecmo jumped in 
with both feet and provided some great exclusive 


‘As far as can remember, the biggest improvements 
over MSR included the addition of New York, and higher 
‘perceived value’ cars -Ferrarri, TVR ete. Ultimately, 
the game was a complete rewrite from the Dreamcast 
code-everything, not just the engine. Physics, 
gameplay, Ul, you name it. From a technical perspective 
Xbox gave us an order of magnitude more 


polygons (in the cars at least, the cities were just 
upscaled where it made most sense given our 
time pressures), shader effects (mainly reflections 
in both car rendering and circuit, and improved 
weather) and a doubling of the framerate to 60fps. 
| think we also made a conscious effort to make the 
game more ‘mainstream’ than what we perceived as 
a pretty hardcore MSR experience. 
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Why do you think Microsoft have never 
created a fifth game? 

I'm guessing that basically Microsoft felt they could 
cover all bases with both the Forza and Forza Horizon 
brands - they didn’t need a PGR hanging around in 
between, not quite a simulator, not quite an arcade 
experience. | think that if we had stayed with Microsoft 
(and not been acquired by Activision) then a PGRS could 
have happened, but alas it was not to be... 

Finally, on a personal note I'd like to add that PGR: 
couldn't have happened without our coder Edmund 
Clay, who sadly passed away in 2013. Edmund joined 
us to work on PGR, and | don’t think there was an area 
of the game that he didn’t touch - physics, rendering, 
Al, shaders - you name it, he was a massive influence. 


ng Xbox prototype — possibly because te 


» People sil ove this alu rdeton matineis 0 WS 


games, and Sega did the same while also building 
its Chihiro arcade platform around the console. 
However, others were more cautious. The likes of 
Capcom, Namco and Konami all jumped aboard, 
but didn’t necessarily bring their big hitters with 
them — Resident Evil and Tekken didn’t appear at 
all, for example. Companies like Square, Enix and 
Atlus stayed away completely. The Xbox never 
shed the perception that it was a product built by a 
foreign company for foreign audiences, and never 
gained a foothold in Japan as a result, selling a 
miserable 450,000 consoles over its entire lifetime. 

Trading also proved difficult in Europe. The 
Xbox launched to great fanfare on 11 March 2002, 
but sales quickly dropped off and after just five 
weeks Microsoft announced that it would slash 
the price of the console by a third, cutting it from 
£299 to match the PlayStation 2's £199 price tag. 
The move understandably upset early adopters, 
who were offered two free games and an extra 
controller to make up for the unprecedented price 
drop, but it did serve to stabilise the system — 
during the week of the cut, Xbox sales were neck 
and neck with PS2 sales. The move also sparked a 
price war. Nintendo cut its GameCube price before 
even launching, and two subsequent price cuts 
brought the Xbox down to just £129 by April 2003. 
Cutting the price of the console by over 50 per 
cent ina little over a year did eventually convince 
European consumers to pick up the machine, but 
also ensured that Microsoft took heavy losses on 
every piece of hardware sold. 


»» [Xbox] The ease of porting from PC to Xbox ensured that the machine 
received versions of high-profile games, ike Doom 3 


INSIDE THE XBOX 


»[Xbox] Great Japanese games like Panzer Dragoon Orta failed to sell the Xbox to the Japanese public. 


icrosoft also took other measures 

‘to ensure the success of the Xbox. 

A major one was the purchase of 

Rare, long considered to be one of 
Nintendo's key studios - a shock to players at 
the time, but something that had been brewing 
behind the scenes for some time. “| was equally 
shocked when they approached me and there was 
an opportunity to work with them,” Ed reveals, 
surprisingly. “They had an interesting deal with 
Nintendo. Nintendo owned 50% of Rare, and 
when they put that deal together, it was done well. 
They didn't want to sell half of their company and 
never be able to sell the other half. So they had a 
deal where [Nintendo] buys half, and then has the 
option to buy the other half within a number of 
years - and if you do not buy the other half, then 
[Rare] has the right to buy back your half at fair 
market value.” The deal had already expired by 
2000, but Nintendo paid for a two-year extension 
and then declined to buy the company when the 
opportunity came around again. 

Microsoft's $375 million purchase of Rare was 
made public on 24 September 2002, the day after 
Rare's only GameCube game was released. “I'd 
known there was a decision to be made between 
Activision and Microsoft,” recalls Chris, who didn’t 
perceive any shift in focus after the deal. “Rare 
wanted to carry on making the kinds of games it 
had been making and that would have been the 
wish of Microsoft too!” Ironically, though, Rare 
actually produced more games for Nintendo's 
Game Boy Advance than it did the Xbox during 


» [Xbox] The XSIV Sports es was key inthe early years of 
the Xbox, before EA built Xbox Live support into its own sports games. 


this time - only Grabbed By The Ghoulies and 
Conker: Live & Reloaded appeared on Microsoft's 
console, though it wasn’t the only project Rare 
was working on. “Kameo was being built on the 
original Xbox, but it was brought over with a 
visual overhaul to the Xbox 360 as a launch title," 
explains Chris. 

In November 2002 Microsoft launched its online 
gaming service, Xbox Live. The high-end service 
relied on broadband internet connections and 
required an annual subscription, but was far in 
advance of the decentralised online experience 
on PS2 and the near-total lack of online games 
on GameCube. Players enjoyed relatively lag-free 
and stable sessions, had a single username across 
all games, as well as systems for adding friends, 
sending messages and even voice chat. In > 
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> November 2004, the service was extended to 
include downloadable game distribution via the 
new Xbox Live Arcade service, which allowed 
players to buy small, download-exclusive games 
such as Bejeweled and Ms Pac-Man for relatively 
low prices. As it arrived late in the life of the Xbox, 
this was a relatively short-lived service that hosted 
less than 30 games in total. 

While players looking for online console 
gaming were undoubtedly best served by 
Microsoft, it’s worth remembering that those 
customers were still a relatively small market - 
Xbox Live picked up a million subscribers by July 
2004 and doubled that to 2 million by July 2005, 
but take-up of the service was never beyond ten 
per cent of the total Xbox user base at any given 
time. “I think Xbox Live truly took off with the 
360,” says Stephen, who points to the technical 
limitations of the era. “Having a wired internet 


» [Xbox] Dead Or Ave 3 ooked absoutely astonishing in 2001, and 
holds up well today. 
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GGif | had really known how powerful 
Sony and Nintendo were, | would have probably 
given up and there wouldn’t be an Xbox 9 


Seamus Blackley 


connection to whatever room you had your 
gaming system setup in was a big ask for a lot of 
people, while Wi-Fi is ubiquitous now.” 

By 2004, the Xbox had gone from office 
punchline to legitimate knockout artist. The 
enormously popular Grand Theft Auto games 
made their way to the platform, as did Konami's 
Pro Evolution Soccer. EA launched its first Xbox 
Live compatible sports games, and in November, 
Halo 2 became the biggest entertainment launch 
of all time. But despite its successes, the Xbox 
was not a tremendously long-lived console. On 
12 May 2005, just three-and a-half years after the 
Xbox had initially gone on sale, Microsoft unveiled 
the next-generation Xbox 360 for release later 
that year. On the same day, Nvidia announced 
that Microsoft had ceased orders for the Xbox 
GPU and wouldn't be taking any more after 1 
August - effectively shutting down production of 
the original console for good, Xbox owners would 
still enjoy a full slate of games into 2006 thanks 
to third party publishers, but releases dropped 
off following that year’s holiday season, with just 
a handful of licensed games and annual sports 
updates arriving in 2007. The last Xbox game to 
be released was Madden NFL 09, in August 2008, 
and original Xbox Live shut down on 10 May 2010 


(some weeks after its original 15 April termination 
date, thanks to some dedicated Halo 2 players). 


or all of Microsoft's clout as a company, 

and its considerable financial expenditure, 

the Xbox could only manage second 

place in its generation. “If | had really 
known how powerful Sony and Nintendo were, | 
would have probably given up and there wouldn't 
be an Xbox,” admits Seamus. 24 million Xbox 
consoles were sold, scraping ahead of Nintendo's 
GameCube by just over 2 million units but falling 
massively short of the 155 million PlayStation 2 
consoles that Sony sold. However, Microsoft 
gained many positive things from the original 
Xbox. It successfully established itself as a major 
player in the console market, building consumer 
recognition and developer relationships that would 
pay dividends for the Xbox 360. What's more, the 
Xbox allowed Microsoft to influence the wider 
console market, as the console shaped the future 
development of games consoles on a technical 
level. Every major console released since the Xbox 
has included some form of mass storage, built-in 
broadband internet support and support for 
downloadable software. 

If you missed out on the system first time 
around, now is a great time to catch up as the 
Xbox is one of the best value platforms in retro 
gaming right now. Few games are anywhere 
near their original price, and most are ridiculously 
cheap - even the best on the platform. Original 
hardware isn't too hard to come by, and if you're 
stuck for that the Xbox 360 will run certain games 
(be sure to check before you buy). Microsoft also 
supports original Xbox backwards compatibility 
on the Xbox One and Series X/S consoles. 

Looking back at the impact of the Xbox, Chris 
feels it comes down to the skills transferred 
from Microsoft's other business. “This was 
really Microsoft's first sizeable foray into gaming 


» [Xbox] Big new western gaming franchises, such as Splinter Cell got 
their big break on Xbox 


42000, Raven and her giant 


entertainment; yes, they‘d had Flight Simulator 
before and had built joysticks, but creating their 
own console was in many ways an unexpected 
move for a company that was more associated 
with operating systems and business software,” 
he explains. “Their experience with working 

with developers on those more conventional 
products would have helped them build a system 
that would also be easy to develop for by game 
studios.” But that’s far from the only factor, as 
Stephen reminds us. “Halo defined the Xbox,” the 
coder states. “There were plenty of other good 
games, but Halo was why you bought one in that 
first year after launch.” 

However, the last word must go to Seamus, 
for whom all of the political battles and the 
frustrated car journeys home were worthwhile 
because of the players themselves. “There are 
all of these times in my life when, wandering 
around, | meet somebody who tells me that Xbox 
stopped them from killing themselves during 
their divorce, or was the only reason they could 
survive as a kid in some horrible situation, or got 
them interested in studying science and now they 
have a PhD in chemistry. Every time that happens 
| choke up because | see a person in front of me 
whose life is better, and there's really nothing like 
that. That's what it’s about.” And he’s right - the 
Xbox made an impact on the gaming industry 
and on Microsoft, but the real legacy of the Xbox 
lies in every Halo LAN party, your moral choices 
in Fable, and all those times you stayed up a little 
too late on Xbox Live. ¥ 


robot buddy danced together fo 
introduce the Xboxto theworld. 


Special thanks to Seamus Blackley, Ed Fries and 
everyone else who contributed to this article. 
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[Xbox] With games lite Project Gotham Racing 2, the Xbox brought 
the dream of photorealism closer than ever before, 
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Take a look at how the guts of the Xbox compared to other machines of its era 


PLAYSTATION 2 
RELEASED: 4 March 2000 
CPU: 295MHz ‘Emotion Engine’ 
GPU; 147.5MHz ‘Graphics Synthesizer’ 
MEMORY: 32MB RAM, 4MB video RAM, 
2MB audio RAM 
: MEDIA: 8.56B DVD-ROM 
STORAGE: Up to two Visual Memory Units ! STORAGE: Up to two memory cards (SMB 
per connected controller (128KB each, : each, optional), 40GB hard disk (optional) 
optional) : NETWORKING: i.LINK port for local 
NETWORKING: 56k dial-up modem networking (standard on pre-2003 
(standard) / Broadband adapter with models), Network adapter with 
Ethernet port (optional) dial-up modem and Ethernet port 
CONTROLLER PORTS: 4 (optional), Ethernet port (standard on 
$ slimline models) 
CONTROLLER PORTS: 2 


DREAMCAST 
RELEASED: 27 November 1998 
CPU: 200MHz Hitachi SH-4 
GPU: 100MHz VideoLogic PowerVR2 


MEMORY: 16MB RAM, 8MB video RAM, 
2MB audio RAM 


MEDIA; 1.2GB GD-ROM 


GAMECUBE 
RELEASED; 14 September 2001 
CPU: 485MHz IBM ‘Gekko’ 
GPU: 162MHz ATI ‘Flipper’ 
MEMORY: 24MB RAM, 3MB video RAM, 
16MB audio/DVD cache 
MEDIA: 1.5GB miniDVD-based 8cm disc 
STORAGE; Up to two memory cards (512KB 
— 8MB each, optional) ¢ 


NETWORKING: 56k dial-up modem 
(standard), Broadband adapter with 
Ethernet port (optional) 


CONTROLLER PORTS: 4 


XBOX 
RELEASED: 15 November 2001 
CPU: 733MHz custom Intel Pentium Ill 
GPU; 233MHz Nvidia NV2A 
MEMORY: 64MB shared RAM 
MEDIA: 8.5GB DVD-ROM 


STORAGE: 8GB hard disk (standard), Up 
to two memory units per connected 
controller (8MB each, optional) 


NETWORKING: Ethernet port (standard) 
CONTROLLER PORTS: 4 


THE 
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THE DECADE WHERE SEEMINGLY EVERYONE BECAME A GAMER 


Was this the decade where gaming truly went 
[| mainstream? It could well be. Mobile gaming 

continued to grow in popularity, and the traditional 
gaming market grew bigger than ever. Sony's PS4 soared 
past 100 million units, Microsoft began to pivot towards 
anew multitiered console approach and launched its 
Netflix-style subscription service, Game Pass, while Nintendo 
bounced back from its Wii U failure with the Switch. PC 
gamers were also laughing thanks to the introduction of 
Epic’s new store, which led to fierce competition in the 
market. And let's not forget the rise of VR, which finally began 
realising the promises first made in the early Nineties. 


2010 
SUPER MEAT BOY 


There's been a noticeable trend 
for unashamedly hard games this 
decade, and Team Meat’s indie 
2D platformer is an early example 
of that. Super Meat Boyis the 
sequel to a popular flash game, 
and it caught the imagination of 
players thanks to its ultra-tough, 
but precise, fair and well- 
designed platforming gameplay. 
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Niantic Lats is formed 
in San Francisco by John 
Hanke. It wll eventually go 
on to make huge strides 


in augmented reality 
Wat 
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2011 
PORTAL 2 


Valve's puzzling sequel improved 
onthe original game, greatly 
enhancing the puzzle-solving of 
your portal gun and introducing 
the Stephen Merchant-voiced 
Wheatley. Friends can also team 
up for the excellent co-operative 
mode, one of the few games of 
the time that allowed PC and PS3 
owners to play online together. 


FEBRUARY 
Developer The Coalition 

forms. Itconsists of Zpline 
Studios, Glack Tusk Studios, 
Microsoft Game 
tudios Vancouver. 


THE WALKING 
DEAD 

Before its downfall, The Walking 
Deadhelped cement Telltale 
Games as one of the most 
important developers of the 
last decade. Replays will reveal 
you don’t have as much agency 
on the episodic adventure as 
you're initially led to believe, but 
the strong character arcs and 
gripping story keep you hooked. 


Respawn Entertainment 


2013, 
THE LAST OF US 


Naughty Dog's apocalyptic 
adventure remains a brilliantly 
brutal experience on PS3 and 
PS4. A moving story, satisfying 
combat mechanics, engaging 
characters and its gripping 

horror elements ensure itremains 
one of the greatest games of the 
decade. Hell, it could well be the 
greatest game ever made. 


After Midway Games 


is founded by Call Of Duty closes, NetherRealm launched by Team Meat 

veterans Jason West Studios is formed and on Xbox Live 

and Vince Zampella in cr f captures th ays of 
Beverley Hills K 16-bitplatformers 


2014 

HEARTHSTONE 
Blizzard's decision to move into 
the digital card game market 
proved a sound one. Its freemium 
model is surprisingly flexible, it's 
easy to play on any device and 
the huge selection of available 
cards allows for countless 
strategies. Little wonder that card 
game rival Wizards Of The Coast 
has hit back with MTG: Arena. 
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Super Meat Boy is 


The previous decade saw a 
[| huge boost in technology 
improvements, greatly enhancing 

modern consoles and PCs. Other 
technological advancements have also 
benefitted the mobile sector that David 
shrewdly moved into in 2011 with his 
company Kwalee. “[There have been] 
amazing improvements to the speed of 
broadband and the increases to the speed 
of mobile cell signal data speeds,” he 
tells us. “With 4G pretty commonplace 
nowadays it really makes downloading apps 
very quick and also enables multiplayer 
games on-the-go. And mobile phone screen 
sizes are so big and bright, great for gaming 
and watching videos.” 

It’s no surprise, then, that David feels 
that mobile devices are the things that 
have defined the industry this past decade 
particularly when he tells us that 3.8 billion 
sales are projected by 2021. “They have 
developed so quickly, improving with each 
new version and before you know it, they 
have spread around the globe ona truly 
massive scale and enabled an international 
market for games so much bigger than 
anything that has come before. For game 


THE TENS ss 


AS TOLD BY DAVID DARLING 


THE COFOUNDER OF CODEMASTERS NOW FOCUSES ON MOBILE DEVELOPMENT 
WITH KWALEE. HERE HE REVEALS WHY HE MADE THE MOVE 


designers, this provides a huge audience.” 
That huge audience has led to developers 
like Nintendo muscling in on the mobile 
industry and titles like Fortnite being easily 
accessible. “Casual gaming has exploded,” 
David excitedly tells us. “People seem to 
like to multitask. They play games in the 
Starbucks queue, they play games during ad 
breaks whilst watching TV. They play games 
on the bus, train, at airports, etc. Casual 
gaming fits into this kind of lifestyle.” 

While home consoles like the 
PlayStation 4 and Switch are keeping the 
hardcore gamers happy, developers like 
David realise that they're just one source of 
potential income. As great as epics like The 
Witcher 3 and VR experiences like Resident 
Evil VIl are, there are plenty of people out 
there who simply aren't interested. They 
don't even consider themselves gamers, but 
they'll happily play titles like Candy Crush 
when they’re at a loose end. These casual 
gamers have helped facilitate the creation 
of even simpler games, many of which have 
become gigantic hits. “Hyper-casual games 
have sprouted up to fill even smaller gaps in 
peoples lives, and they have become huge,” 
confirms David. “Kwalee’s games have been 


THE2010s; 


downloaded hundreds of millions of times, 
and some of my favourites are Jetpack 
Jump, Looper and Go Fish!.” 

While triple-A games continue to be a 
huge driving force of the industry in 2021, 
big budget developers and publishers are 
only part of the reason why the previous 
decade was so successful for games. 

“Indie games are where huge innovation is 
happening,” concludes David. “Lots of small 
studios making games quickly, using their 
creative talents. Big studios and big games 
have pressure to de-risk and produce sequel 
after sequel. This stifles innovation and 
creates an opportunity for indie games.” 


THE WITCHER 3 
WILD HUNT 

CD Projekt’s RPG powerhouse 
Won numerous awards on 
release and it remains one of the 
most absorbing adventures you 
can play right now. Relatable 
characters, epic monsters and a 
strong narrative thread will keep 


you hooked on the Path’. And let's 


not forget the excellentin-game 
card game, Gwent. 


FEBRUARY 
Nintendo releases its 30S 
console in Japan, Its an 

mnovative device that 
doesn’t require the use of 
30 glasses 


2016 

POKEMON GO 
‘What's better than hunting for 
Pokémon in the Viridian Forest? 
Hunting for them in the world you 
inhabit. Niantic’s GPS-enabled 
spin on the classic monster battle 
RPG allowed players to hunt 
for Pokémon on their phones, 
generating true social interaction 
as players ran into each other 
while seeking rare critters. 


low 


the UK 3DS launch. tsa 
superb strategy game for 
the handheld, 


2017 
FORTNITE: 
BATTLE ROYALE 


PlayerUnknown’s Battlegrounds 
popularised the ‘battle royale” 
last-man-standing template, 

but Epic's decision to bolt it to a 
building system and a free-to- 
play business model unleashed 
amonster. Every playground 

in the country has seen kids 
imitating the dances of this online 
multiplayer phenomenon. 


Nahe eens superb 

sequel, Portal2. It 
atures the voce talents 
hen Merchant and 
JK Simmans. 


2018 
SUPER SMASH 
BROS ULTIMATE 


This party fighting series has long 
offered tight game design and 
Massive amounts of content. But 
the latest entry truly transcended 
the series’ roots as a Nintendo 
crossover project, and became a 
celebration of Japanese gaming 
history as a whole, with just 
about every major company you 
can think of represented. 


Inany Sue Tele 
Run reimagines the 
endless runner on 0S by 
utilising an into-the- 
screen perspective 


2019 
TETRIS 99 


Applying the ‘battle royale’ 
concept to the world’s most 
beloved puzzle game was a 
stroke of genius —it's a fantastic 
example of an old game being 
revitalised with modern concepts 
and technology. More than that, 
it's a great example of a free- 
to-play game that doesn't take 
advantage of its players. 
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Shiono otto 


pyro game, 
but the cute dragon wil 
soon take a step back. 
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p AGE OF THE 
GIMMICK 


In some ways, the previous 
decade wasn't a surprise — 
anyone could have foreseen 
continued increases in hardware 
power, as well as the increased 
level of integration that online 
functions have been afforded 
But what's striking is how 
manufacturers tried to maintain 
consumer interest. Every 
console has had a gimmick, 
from 3D displays to motion- 
detecting cameras. Few became 
integral parts of games on 

their home formats, and some 
were detrimental to commercial 
performance. But the success. 
of the Nintendo Switch, which 
takes a simple idea and realises 
it well, proves there's still room 
for hardware innovation. 


2011 
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N 4 SONY © 2013 


2 30S NINTENDO © 2011 


3 SONY * 2011 


Sony's fourth mainline system is a triumph 
of evolution over revolution, a solid 
geming-focused console that offers little 

in the way of innovation. The DualShock 
controller was given a full overhaul, with a 
new Share button allowing players to take 
screenshots and video clips of gameplay, as 
well as streaming straight from the console 
The multimedia focus of the PlayStation 3 
was discarded, but so too was its backwards 
compatibility. A mid-generation hardwere 
refresh, the PS4 Pro, was aimed at improving 
4K performance but was perhaps better 
suited to boosting 1080p games and those 
running on PlayStation VR. Despite a relat 
berren first year, the PS4 was the market 
leader throughout this generation and had a 
roster of quality first-party titles. In 2019, it 
became the third Sony console to sell over 
100 milion units, tying Nintendo's record 


The successor to the DS offers 3D visuals 
without any glasses ~ a bit of a gimmick in 
early models, and ultimately something that 
Nintendo felt comfortable dropping with its 
2DS revision. However, the more powerful 
hardwere is nice, as is the analogue ‘Circle 
Pad’ and cameras. After sluggish sales 
during its first few months, Nintendo slashed 
the price of the hardware dramatically in 
order to help establish an audience. The 
gamble paid off, and key 2011 releases 
Mario Kart 7, Super Mario 3D Land and The 
Legend Of Zelda: Ocarina Of Time 3D played 
their part too. Six different models were 


ly eventually released, including ‘New’ models 


with slightly more power and a handful of 
exclusive games, and combined they have 
sold 75.3 million units ~ @ figure we don’t 
see rising much further now the Switch has 
astablished itself on the scene. 


2012 
FEBRUARY 


Sony's successor to the PSP is a similar 
proposition to its first handheld, offering 
console-quality gaming on the go. The 
hardware’s form factor was oniy slightly 
revised, however an array of new features 
were implemented ~ dual analogue sticks, a 
touchscreen, two cameras, a tilt sensor and 
games distributed on cartridge rather than 
disc, The high price of the system and its 
proprietary memory cards proved problematic, 
and sales were slow despite some great 
games. First-party game development soon 
stopped and the system quickly faded from 
the limelight outside of Japan, where it 
remained reasonably popular. Those that 
continue to treasure the system in the west 
largely exist on a diet of great indie games 
and distinctly Japanese titles. Estimates of 
sales are 15 to 16 million, and Sony appears 
to have no plans for a successor. 


4 XBOX ONE 


MICROSOFT + 2013 5S WIIU 


NINTENDO * 2012 


“WHILE IT WON'T 
EVER CATCH THE 
PLAYSTATION 4 
MICROSOFT HAS 
PERFORMED 
AN ADMIRABLE 
RESCUE JOB” 


6 SWITCH NINTENDO © 2017 


Microsoft's strategy for this generation 

was to turn its console into an ‘all-in-one’ 
entertainment unit, hence the name — indeed, 
the system seemed to be about everything 
but games. This could have been forgiven, 
but Microsoft's policy of circumventing 

the sele of used games wes a step too 

far. The loss of goodwill was permanent, 
despite Microsofts prelaunch U-turn. This 
was compounded by the high price of the 
hardware, driven by the mandatory Kinect 
bundle, and the original hardware’s weakness 
in cross-platform comparisons. While it 
won't ever catch the PlayStation 4 in sales, 
Microsoft has performed an admirable rescue 
job - backwerds compatibility is great despite 
being partial, the Games Pass service hes 
delivered an irresistible value proposition, and 
the Xbox One X upgrade beat the PS4 Pro 
when it came to raw power. 


2012 
Aucust 


zon Game Studiosis 


starts off by publishing a 
ses for 
market. 


The key selling point of Nintendo's successor 
to the immensely successful Wii was a 
controller with ¢ lerge touchscreen, which 
received video from the main unit wirelessly 
—a nod to the popularity of tablets. However, 
the system never quite seemed to get 
anything right. While the ability 10 play games 
without a TV was welcome, few compelling 
uses for the controller were found, The 
name and similar exterior design confused 
consumers, many of whom believed that 

the Wii U was simply an accessory for the 
Wii, rather than a new and considerably 
more powerful system. Early sales were 
abysmal and third parties quickly abandoned 
the format, leaving players with litle to play 
between Nintendo's excellent first-party 
games, like Super Mario 3D World and 
Splatoon. 13.5 milion consoles were sold 
worldwide, making it a notable flop, 


2012 


will soon follow. 


2012 
NOVEMBER 


‘ember | 


Nintendo's latest console has a major unique 
selling point ~ it’s a handheld and @ home 
console, all in one package (well, unless 

you buy the recent handheld-only Switch 

Lite version). The ability to effortlessly take 
your games away from your front room 
allows the system to fit into busy lifestyles, 
and it is just powerful enough to fit into 
cross-platform development plans, albeit with 
some graphical cuts. The built-in multiplayer 
capability offered by the detachable Joy-Con 
ntrollers is popular, though the Joy-Cons 
jemselves have suffered from engineering 
issues and ‘analogue stick drift’. Aided by 

an astonishing first year of games including 
The Legend Of Zelda; Breath Of The Wild, 
Splatoon 2 and Super Mario Odyssey, the 
system surpassed the Wii U's lifetime sales in 
less than a year, and is currently selling faster 
than the 3DS did. 


JUNE 
The Kicksta 
Ouya s rel 


2013 \ 


OnLive 

‘An early attempt at a 
subscription-based ‘cloud console’ using 
remote servers. It was scuppered by 
issues with input lag and video quality. 


Onlive, 2010 


Ouya Ouya Inc, 2013 
This crowdfunded Android console 
aimed to provide a cheap, open console 
platform, but failed to retain consumer 
interest post-launch. 


Amazon Fire TV Stick Amazon, 2014 


This plug-and-play Android device 
supports controllers and gets the odd 
dedicated app, including @ nice Sega 
Classics one. 


Nvidia Shield Nvidia, 2015 


This capable Android-based set top 
box has recaived some high-profile 
console ports, but has never attracted 
format-exclusive games 


Steam Machines Various, 2015 


These devices, supported by Valve, 
were offered by various manufacturers 
and attempted to offer PC gaming in 
console form factor. 


2013 
JUNE 
Naughty Dog releases 
The Lasi OfUstocritcal 
im on PlayStation 3. 
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THE PREVIOUS DECADE SAW INCREDIBLE DEVELOPMENTS IN EVERY ASPECT OF 
RETRO GAMING, FROM NEW EVENTS AND VENUES TO THE RISE OF YOUTUBE 
STARS, AND OF COURSE THE INCREDIBLE TECHNOLOGIES THAT GIVE A NEW 
LEASE OF LIFE TO OUR OLD GAMES. WE TAKE A LOOK AT HOW THINGS HAVE 
DEVELOPED, AND WHERE THEY MIGHT BE GOING NEXT 


TILL GETTING TH PLUG-AND-PLAY CONSOLES HAVE BEEN ELEVATED 
INCONSISTENTLY FROM CHEAP DIVERSIONS TO MULTIMILLION SELLERS 


e las le was if c s far as rom T Although plug-and-play retro consoles have existed 

I since the early Nineties, one of the biggest market 
shifts over the last decade has been the emergence 
of those consoles as highly desired retro products. 
The Nintendo Classic Mini: NES was the key release in 

ac S CO! ibi the field, as it offered the authenticity you'd expect of a 

roa expanding the first-party product and an excellently curated ‘greatest hits’ 

g library. Demand outstripped supply for a long time, and the 

id news. Ret Y S the likes of Sega SNES-themed follow-up was even better. 

Since then, many companies have been driven by the 
fenewed interest that Nintendo's efforts have brought to the 
field, and tried to creete definitive nostalgia packages at low 
prices - and that's not just original manufacturers, as products 
g like Retro-Bit's Super Retro-Cade have also entered the 
, Antstream cuts across systems and companies market. However, devices have experienced mixed fortunes. 

While The C64 Mini did well enough to inspire the creation of 
6 the high-end Capcom Home Arcade, the PlayStation Classic 
their original fell short of expectations due to emulation issues and a game. 
anging fr C lon games roster that missed big names and ended up discounted. 
z et Fi s Expect more of these machines in the decade to 
The Chaos Engine J 3 after games like e lil come — Konami has debuted the PC Engine Mini, 
: et and we're sure companies have more 
exciting projects on the 
mbus way. We're hoping 
it for a true follow-up 
to Sega's Mega 
Drive Mini 


2013 2013 2014 
SEPTEMBER — _ NOVEMBER 4 FEBRUARY 
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THERETROREVOLUTION, 


"MODERN DEVICES ARE TAKING OLD HARDWARE TO NEW HEIGHTS 


If you’re still clinging on to your old hardware, it’s been a bountiful 
decade. Hobbyists have led the way on this front. New accessories are 
becoming available all the time, from simple quality-of-life enhancements 
like HDMI cables and adaptors to modem wireless controllers from 8bitdo 
and Krikzz — Retro-bit has even produced officially licensed Sega controllers. 
There are solid state replacements for magnetic and optical drives like the 
Commodore 64 SD2IEC, Spectrum DivMMC and Dreamcast GDEMU, and 
at the extreme end of the scale, devices like Terraonion’s Mega SD cartridge 
can replace whole add-ons like the Mega-CD using FPGA technology. 


THIRD-PA 


RN MANIFEST; 


still out 
ble machines 


mulation 
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aySiaton A \ 4 WHY TODAY'S CODERS ARE BRINGING 
at BD oematt Cope NEW GAMES TO CLASSIC SYSTEMS 


While we've long had new releases for old formats — just ask 
the likes of Cronosoft and Psytronik Software — the field has 
changed over the last decade. The most noticeable development is 
the increased production of cartridge games, which allowed for the likes 
of Broke Studio's NES games and Big Evil Corp's impressive Tanglewood 
for the Mega Drive. Still, this isn’t easy, as Bitmap Bureau will tell you. 
y “We've had to take this aspect in-house - Sega haven't manufactured 
} any Mega Drive cartridges in a little while,” says Matt Cope, part of the 
| / team that released the overhead shoot-em-up Xeno Crisis in late 2019. 
"It's taken a huge hit on our time. In the future we'd like to just stick with 
the software development and hopefully find someone to handle the 
manufacturing and hardware logistics.” 
Fortunately, Xeno Crisis is a labour of love for the team. “It's certainly 
| easier to develop a game for modern platforms, particularly thanks to game 
engines such as Unity and Unreal Engine, but we had spent many years 
previously making games with retro aesthetics, and felt that it was time to 
have a go at making a genuine Mega Drive game, rather than games that 
looked like they could be of that 16-bit era,” says Mike Tucker. “For myself, 
gaming peaked in the Eighties and Nineties. What we're trying to do is 
recreate the feel of those classic titles (Capcom, Konami, Toaplan and Taito 
are big influences) and give gamers new titles to get excited about.” 
ftaive i The team has some big advantages over those who developed its games 
er of excellent in the Nineties, too. “There is definitely access to more shared 
knowledge and there have been a number of incremental 
steps within the Mega Drive homebrew scene over the years,” 
| says Matt. “We also benefit from much faster computers, so 
| processing all the assets and compiling the code is very fast. 
| shudder to think what it would have been like waiting 20 
minutes or so for each compile on a Nineties PC versus a few 
seconds today." As cooperation continues, look for ever more 


impressive games in years to come. 


Analog! 


pres¢ 


2014 \ ) ' Y 2014 y 2015 N pe 7e 
DECEMBER APRIL The Witcher 3: Wild Hunt 
Two years after Retro Comput debuts on PC. Xbox 
e m Vet and PlayStation 4 and 


continues the amazing 
adventures of Geralt 
OF Riva 


APRIL 
ZeniMax Online Studios cl 
releases The Elder Scralls s Kickstarter campaign, 
ine, an epic MMORPG c Frontier releases its sci-fi 
years in the making, sequel, Elite Dangerous, 
on PC. 


to mixed reviews. 2 
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1,000 Speccy g 


WHY MODERN SYSTEMS ARE SHOWING THE rovide au 
GRAPHICS OF YESTERYEAR IN NEW GAMES ts 


If you play modern indie games, you're sure 
to have noticed the prominence of pixel art. 
Some, like Fez, offer a twist on an old style, 
while others adopt the style out of love 

for the past, like Shovel Knight, Blazing 
Chrome and Undertale. According to Rob 
Hewson of Huey Games, this is a matter of 
artistic expression and efficiency. “Sometimes 
less is more in game design and that can apply to visuals, too,” 

he says. “If you can capture the feelings of a pixellated character 
with just a few frames of animation, then why have more complex 
art and animation to achieve the same result? Would Stardew 
Valley or Fez be more powerful with a modern aesthetic?” 

As well as artistic benefits, Rob believes that there are game 
design benefits inherent to certain pixel art styles. “For a fast, manic 
game like Hyper Sentinel, readability of the visuals was paramount, Ine of the 
so we chose an 8-bit style with high-contrast colours and clean, S gt e 
crisp graphics. For a slower paced game, you might go for a 16-bit ickgrounds it eo, but they've hac invest ple 
aesthetic which offers more detail, but not so much that you begin to robably uch”, admits to equipme QF 
cross towards realism and lose that space for the player's imagination.” 

Beyond that, Rob reminds us that 3D can be expensive. “Pixel art allows 
you to do a lot with little, which is obviously going to be attractive to indie Sol 
developers operating on a smaller budget.” i 

While some developers choose to imitate the limitations of a specific 

piece of hardware, many choose not to restrict themselves in such a way. 

“We did choose a specific default look, but the option to switch to different 

graphical styles was added because it was something our community was 

passionate about,” says Rob. “The CRT and Commodore 64 styles were 

stretch goals which were reached in our Kickstarter campaign, and we 

subsequently added the ZX Spectrum style as an extra thank you to fans. 

These bonus styles are great fun from a nostalgia point of view, but | think most a 
players would agree the default style, which is inspired by 8-bit but without the ke 
flaws and limitations, is the best way to play.” 
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\ ATTAIN 
HOW. DEDICATED P PUBLISHERS HAVE RISEN T0 
MEET THE DEMAND FOR RETRO G# GAMING xs 


While traditional publishers 
have continued to take on 
retro gaming book projects 
from prominent gaming 
writers, the more exciting 
development for many is 
the emergence of dedicated 
gaming publishers such 
as Fusion Retro Books, 
Read-Only Memory and 
Bitmap Books. But what's drawing fans to the printed 
page? “I think it’s because we all have strong memories of 
the old games and for me, the humble book is the ultimate 
way of archiving these memories. It can sit on your shelf 
and can be picked up for a nostalgia hit whenever required,” 
says Sam Dyer, creative director of Bitmap Books. 
Bitmap Books’ titles take anywhere from six to nine 
months to produce. “That's from initial concept, through 
all the design and writing until print-ready files are ready. 
Print and production takes around three months, so you're 
looking at about 12 months in total per book,” Sam explains. 
“| really enjoy the process of seeing a book coming together 
and get a real buzz from working with different writers, 
artists and designers.” The publisher has gained official 
licences for some titles, such as Sega Master System: A 
Visual Compendium and Metal Slug: The Ultimate History 
—an approach Sam highly recommends. “Going official 
is always best, in my opinion. You get access to proper 
assets — some that maybe have not been seen before. | 
also believe that an official product has an extra level of 
kudos attached to it and is likely to be more collectable.” Of 
course, there are drawbacks. “Being official means quite a 
bit of extra work and certain rules to adhere to. In balance, 
though, | think it's well worth it.” 

One of the keys to the emergence of so many retro 
gaming books in recent years — and what is likely to keep 
them popular in the Twenties — is the growing popularity of 
Kickstarter and crowdfunding in general. “Without it, Bitmap 
Books certainly wouldn't exist today. It essentially removes 
financial risk for a product because if not enough people 
‘pack’ your project, you've lost nothing, apart from the time 
creating the pitch,” 

Sam explains. “Sadly, 
due to several failed 
products, confidence 

in crowdfunding is very 
low and comes with 

an increased level of 
scepticism nowadays. 
However, | don't believe 
that many of the retro 
gaming books out there 
would exist without 
crowdfunding, as 
commercial publishers 
simply wouldn't take a 
risk on such a potentially 
niche subject." 
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es its acclaimed 
shooter, 
Overwatch. It sends 
cosplayers crazy. 


Pokemon Gois released 
byNiantic. twill become a 
gigantic mobile ht, raking 
inover $2bilicn in revenue 
cover the years, 


THERETROREVOLUTION, 


HOW FANS ARE KEEPING PRINT COVERAGE ALE FOR THER FADURTE FORMATS 


Although games mags aren't as abundant as they once were, 
the retro gaming scene has produced a vibrant selection of 
indie magazines including Fusion, Mega Visions and Vinny 
Mainolfi’s Freeze64. “From a very early age, | always wanted to 
produce my own independent Commodore 64 fanzine,” says Vinny 
when asked why he launched the magazine. “With the current 
technology and print facilities available, and my vast knowledge and 
experience in marketing, design and publishing, | felt that it was the 
perfect time to produce something that C64 enthusiasts will enjoy.” 
Rather than using Kickstarter, Freeze64 was a risky self-funded 
venture — “I'm very much from the old-school way of starting, funding and selling an 
idea,” Vinny explains - but the magazine caught on and over 30 issues have now been 
published. “I've always put it down to the fact that the Eighties generation are now at | 
an age where most of them have a disposable income and so they can start to buy and 
collect the items they always wanted and couldn't afford as kids,” he tells us, regarding 
the ongoing popularity of his magazine and others like it. 
Another factor in Freeze64’s success is its regularity, which is possible due to a quick 
production cycle. “A couple of weekends and an issue is complete,” Vinny explains. “By 
the time one issue is being sent to print, the next issue is almost complete. The trick is 
to enjoy the process, and the rest just happens.” Impressively, it's mostly a solo effort | 
too. “It's just me working on each issue, which means research, interviews, writing, 
designing, page-setting, ordering, posting, packing, admin and finances... but saying 
that, there are currently two other famous C64 personalities kindly submitting regular | 
columns, which account for five of the 36 pages of each issue. Those guys are Julian 
Rignall and Steve Collins. And let's not forget my best buddy Frank Gasking who spends 
a lot of time proofreading each issue.” 


itself with Worms WMD, 
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market with PSVR. 
Great launch games like 
IGS and Rez Infinite 

show it off 
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NES Mini worldwide 

Meanwhile, Sony releases 

the PlayStation & Pr, its 
enhanced PS4. 
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ERIC CHAHI 
Another World creator, Eric 
Chahi has released the VR 
game, Peper Beast. 


M|S STEVE BRISTOW 


Steve is Rebellion’s assistant 
head of design and has worked 
on VRtitles like Battlezone. 


f we were to sum 
up the most exciting 
thing to happen 
to videogames 
this past decade it 
would absolutely be the revival of 
virtual reality. Aside from giving us 
hilarious videos of people using VR 
devices for the first time, it has also 
allowed many of us to experience 
games in a new and exciting way. 
“My first VR experience was 
during the Nineties with Pterodacty! 
Nightmare,” remembers gaming 
veteran Eric Chehi, who has released 
his own VR game, Paper Beast. 
“The graphics were 3D flat 
polygons, and as far as | 
remember, the game was slow 
and very low-res. Pterodactyl 
Nightmare was really ahead of 
its time. It took almost 20 years 
to finally have good technology.” 


| STEWART GILARY 
Just Add Water's CEO, Stewart 
Gilray is impressed with the 
progress VR is currently making 


» Oculus’ Rift headset was @ 
forerunner in this new wave of 
virtual reality devices. 


2017 
JANUARY 
's seventh Resident 
game features a 


2016 
DECEMBER 
After nine years 0 t 
development, Fumito 
Ueda’s enchanting The Last first-person viewpoint 
Guardian is finally andoffers a scary VR 
released on PSK, experience 
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VIRTUAL 
RcA 
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Rebellion’s Steve Bristow, who is 
currently involved with Sniper Elite 
VR also remembers Prerodacty! 
Nightmare and those early days. “The 
thing is, that Virtuality pod headset 
was clunky and uncomfortable, 
and the hardware just wasn’t up to 
the job. In retrospect, it set me up 
perfectly to be absolutely blown away 
by my first contact with a PlayStation 
VR dev kit because the technology 
and design had so utterly transformed 
the experience.” 

Oculus Rift, Vive and PSVR have 
all been instrumental in the success 
of VR in today’s gaming environment, 
but it's worth remembering just how 
far we've come since Virtuality’s 
arcade experiences of the Nineties. 
“A lot more thought has obviously 
gone into the design of the headsets 
and controllers to make them more 
comfortable for people to use for 
a longer period of time,” explains 
Just Add Water's senior producer, 
Les Ellis. “And, of course, the sheer 
processing grunt we have now 
enables the graphics to be more 
realistic. The whole experience is 
so much more immersive, so much 
easier to get into and so much more 
accessible for everyone.” Steve 
Bristow also remembers being 
wowed by VR in the Nineties came 
with a cost, “There's a massive 
difference in visual fidelity of course,” 
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hybrid console, the Switch, 
aneat litle system that 


can be playedon-the-go 
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Link wakes up from a deep 
sleep in The Legend Of 
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VIRTUAL REALITY ISN'T EXACTLY A NEW THING IN VIDEOGAMES AND WAS ATTEMPTED DURING THE EARLY DAYS 
OF THE INDUSTRY, BUT ITS RETURN IN THE TENS HAS SEEN IT EXCEED THE WILDEST EXPECTATIONS OF MANY 
GAMERS. ERIC CHAHI AND FELLOW DEVELOPERS REVEAL WHY 


he begins. “The old Virtuality 
headsets had 276x372 resolution 
screens and the framerates were.. 
periodic. You also had to stand 
inside a large magnetic ring and lash 
a bunch of, as | recall, fairly heavy 
hardware to yourself.” And then, of 
course, there's the price. “The cost 
has been a major factor," continues 
Eric about VR’s inability to take off 
in the early days. “Sony's PSVR did 
an incredible move in this regard. 
They took advantage of the existing 
hardware: the Move and DualShock 
controllers, and the camera. By 
adding a headset they were able to 
provide a fully functional system with 
3D controllers allowing it to be super 
ergonomic to the player. The headset 
is also very comfortable to use.” 

While plenty of advances have 
been made, there are still issues 
that stop virtual reality from 
becoming truly mainstream at the 
moment, namely lower display 
resolutions (particularly on PSVR) 
and motion sickness, which can 
affect gamers in a variety of ways. 
As a result, developers have plenty 
to think about when making games. 
“Performance is key, and in most 
cases the hardware providers have 
aminimum framerate we can't drop 
below," explains Just Add Water's 
Stewart Gilray. “As such, everything 
has to be optimised, the art, the 
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Nintendo follows up ts 
miniature NES with the 
Nintendo Classic Mini: 
SNES. It becomes another 
hit for the company, 
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» The PSVR'’s 
‘halo’ design 
helps distribute 


code... everything, to make sure the 
experience is smooth and fluid.” 
This is something Les echoes. 
“Keeping great visuals and a viable 
framerate is a constant battle 
throughout development,” he says. 
“Controls are another thing. A player 
can't just look down at the controllers 
to see what button to press, so 
everything has to feel completely 
natural and intuitive. We've really 
enjoyed taking advantage of the 
PlayStation Aim controller in Sniper 


Elite VR, where it's an obvious match. 


The game plays great with regular 
control methods, but it's a nice bonus 
to have a rifle in your hands and feel 
yourself lining up a shot as you keep 
your aim steady.” 

While creating VR games can 
cause headaches, they also present 
exciting new opportunities for 
adventurous developers as Eric 
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Odyssey, Mario makes 
frends a 
can control enemies, 


teveals. "We have, for the first time, 
an actual feeling of space and its real 
size, which is pretty unique to VR. 
So our design of Paper Beast takes 
advantage of this and allows us to 
play with confined spaces or a sense 
of scale. Tiny creatures or immense 
ones! And then there is the physical 
3D manipulation. By manipulating 
entities through gestures, the VR 
world becomes more tangible. One 
thing that works super well in Paper 
Beast is this: the feeling of mass. 

A player can control entities with a 
flexible beam, which is influenced by 
the curve and resistance, allowing you 
to really feel the weight.” 

While advancements are being 
made all the time, everyone we 
spoke to was convinced that VR’s 
current success is largely down to 
the hardware teams championing 
it. “The VIVE, Rift and PSVR have 


tient cap and 


Scorpio, Microso‘t releases 
the Xbox One X,an 
enhanced Xbox One. 


your face. 


been massive for gaming,” concludes 
Les. “Without these devices, VR 
would be a gimmick, but they have 
created a viable marketplace that will 
lead to more investment in new and 
even more powerful devices, which 
in turn will lead to even bigger and 
better gaming experiences.” 

“They've certainly brought it to 
the mainstream in terms of user 
pickup and acceptance,” confirms 
Stewart. “Don’t get me wrong, it’s 
not mainstream yet, but certainly it's 
grown to be more popular than | think 
most people expected it to be,” Steve 
agrees. “It's hard to understate,” 
he concludes. “They are the pivotal 
moment in making VR an industry 
rather than a gimmick. | think ina 
few years we'll look back on them in 
a similar way as we do the Motorola 
DynaTAC phone; as the progenitors of 
anew medium.” 
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Platforming gets Criginally known in TheNeo-Geo Mniis 
reinvented by Super Mario development as ‘Project released in Japan. Unlike 


the weight away 
from the front of 


other mini systems, SNK 
has it designed like an 
arcade cabinet 


VIRTUALLY 
BRILLIANT 


ESSENTIAL VR GAMES TO EXPERIENCE 
ASTRO BOT. 


RESCUE MISSION 
While everyone was 
praising Super Mario 


Odyssey, it was Astro Bot 
which really shook up the 
platformer genre in 2018. 
While it’s very conventional 
in some ways, VR gives it a tangibility and 
sense of scale that no other game within the 
genre can match. It's real game-changer. 


RESIDENT 

EVIL VII 

Capcom's reboot of its 
premier survival horror 
series also happens to be 
a terrifying showcase for 
virtual reality. The sense 
of scale is superb, while 
the atmosphere is second to none. We lost 
count of the times we were expected to enter 
‘a room and just went, “Nope!” 


HALF-LIFE: 
ALYH 


VR inspired the developers 
at Valve so much that they 
decided to return to the 
world of Half-Life with this 
astonishing first-person 
shooter. What stands cut 
here is how intuitive interacting with the world 
feels, and how you can use your environment 
against your foes. One of the best experiences 
you can have in gaming right now. 


BERT SABER 
There are a number of 
rhythm action games 
available in VR, but Beat 
Saberis by far the best 

It works exceptionally 
well with motion controls, 
fequiring you to strike 
incoming blocks from different directions (it's 
harder than it sounds), and like Superhot it 
ensures you get a real workout during play. 


WIPEOQUT OMEGA 
COLLECTION 

While we were tempted 
to go with Rez Infinite or 
Skyrim, this is probably 
one of the best examples 
of converting an old 

game to the exciting new 
medium of VR, Just sitting 
in your cockpit during the game's opening is 
worth the entry price alone. This is truly a 
mind-blowing experience. 
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Mega Dive platformer, 
Tanglewoodis released 
(no, really) and introduces 


gamers to Nymn, a cute 
litle fox 
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Minecraft 


IF YOU BUILD IT, THEY WILL COME 


» VARIOUS | 2011 . MOJANG 
Throughout this journey through time, the games 
we've showcased in our Retro Revivals largely 
share a common trait. They're the videogames that 
pierced through the gaming audience and broke out into 
the wider world. They're examples from our beloved 
medium that everyone has heard of (except maybe your nan) and 
anyone can enjoy. They're so well-designed that bar for entry is low yet 
each one appeals to the wider ‘hardcore’ gaming demographic thanks 
to their potential for high-skill play - sure, we can all play Tetris, but can 
we al beat Nick at it? | think not (trust me, I've tried). So now the sun 
has set on the Tens, we thought about what was the best example of 
that type of game for this decade... and of course, it's Minecraft. 

It's effectively a toybox of boundless possibilities, and the premise is 
so simple. You're dropped onto a verdant world, and what you do is up 
to you. Want to build a house? Punch a tree until it breaks to build a log 
cabin. Want to adventure? Grab some stone, craft a sword and go on, 
be a murderhobo. Want to be a simple farm ure, go gather some 
seeds and entice a chicken. | love Minecraft because I'll never get bored 
of it, and | find it just so relaxing to build myself a house or go down into 
a cave in the search of diamonds or Redstone. Mojang trusts that you 
can make your own stories, and to be honest | have more memories 
playing Minecraft than, say, The Legend Of Zelda or Apex Legends. 

So, yes, Minecraft is special. It deserves its place between Pong, 
Tetris, Super Mario 64 and Wii Sports... but | think there’s something 
about this madern classic that makes it go one step beyond. It's a 
tool for education, for one, there's a dedicated ‘Educational Edition’ 
which can teach kids about tons of stuff from history, through to 
chemistry and coding, Minecraft can also be used to help people with 
developmental challenges such as autism. | genuinely welled up at a 
story | read about how Guardian journalist Keith Stuart discovered that 
Minecraft helped his son communicate and integrate himself with his 
school peers. Until | became an adult (around the time Minecraft's 
release, actually), | never really gave much thought that games can be 
a force for good, but Mojang’s magnum opus proves that they can. 
There's truly no other game out there that has potential like Minecraft 
does, and sure, it's not for everyone, but anyone can appreciate the 
good it has done during its time on this planet. 
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2019 
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World Of Warcra 
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A GREAT YEAR FOR GAMES... 


FEBRUARY ‘20 
DREAMS 


Media Molecule's ambitious title is 
more like a creation system than 
your typical game. It enables users 
to devise all sorts of creations, 
from 3D sculptures to experiments 
and even fully fledged games. Its 
community has produced some 
jaw-dropping feats, including ¢ 
temake of PT, a Seinfeld horror 
game, crazy platformers, racers, 
shooters and more. 
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MARCH ’20 
HALF-LIFE: ALYX 


12 long years after the cliffhanger 
in Half-Life 2: Episode 2, we 
finally have a follow-up. Here, 
Valve brings its legendary skill 
to the world of virtual reality 

in this first-person prequel/ 
sort-of-sequel, placing you 
directly in the eyeballs of 

Alyx Vance as she looks to help 
fight off the oppressive alien 
Combine forces. 


woridwide Itst 
Schwartz Ja 


us by so far but it felt like an entire decade. In the 
wake of the global COVID-19 pandemic, gaming 
has felt more important than ever. Stay-at-home orders left 
us restricted in how we find enjoyment in our lives, and 
videogames were there to pick many of us up when we 
were down. And then the George Floyd protests started, 
forcing many big-name publishers to look introspectively 
at themselves and pledge to do better when it came to 
representation and philanthropy. 2020 also saw the beginning 
of a brand-new generation of consoles, ushering in the 
PlayStation 5 and Microsoft's Xbox Series S/X systems, all 
launching in November. 


[| We've only seen one full year of the Twenties pass 


GAMES OF THE DECADE (SO FAR) 


MARCH '20 
ANIMAL CROSSING: 
NEW HORIZONS 


Nintendo managed to deliver this 
wonderful package of positivity 
justin time to see us through 
lockdown. New Horizons gives 
you an entire island to manage, 
hundreds of cute animals to 
befriend and tons of activities to 
get stuck into. Also new to the 
series is a terraforming system, 
enabling you to shape your 
paradise as you see fit. 


APRIL '20 
FINAL FANTASY VII 
REMAKE 


A full remake of Final Fantasy VI! 
has been requested by fans for 
decades, and it finally arrived in 
2020... well, the first part did. 
Set entirely in the dystopian city 
of Midgar, the debut title in this 
remake seriesis an incredible 
reinvention of the PlayStation 
classic. Anew action-packed 
combat system delivers satisfying 
battles in style. 


ating the 
famous Konami Code. 


BUT BAD FOR EVERYTHING ELSE 


JUNE '20 
THE LAST OF US 
PART Il 


Following up on a success like 
the first The Last Of Usis a 

tough task, however Naughty 
Dog pulled it out the bag. This 

is an unflinching story about 
revenge, anger and how far you'd 
go for the people you love. It 
looks absolutely astonishing, the 
action-packed gameplay is better 
than ever and the new infected 
enemies are truly terrifying. 


tous the company 

after an extended break He 

tad a hand in wring many 
ful games 


Releasing a game is difficult at the 
[| best of times, but this year saw 

a slew of complications thanks 
to the COVID-19 pandemic. Despite that, 
Derek Yu and his team managed to ship 
the indie roguelike Spelunky 2 earlier in 
September 2020. “I feel lucky, because 
the Spelunky 2 team, which has always 
worked remotely (from the US, Spain, and 
Norway), didn’t have to make too many 
adjustments to keep working,” he tells us. 
“In some ways, the pandemic simplified the 
final stretch of development because there 
wasn't much to do but work and spend time 
with family at home.” 

Once the game was out, though, 

Derek had mixed feelings. “It was a strange 
mix of emotions,” he says. “Launching 
a game always feels strange, though, so 
maybe it's more accurate to say it was 
extra strange. Here we are, releasing a 
videogame, which feels like a frivolous 
thing when the world is struggling with 
a pandemic and other serious problems. 
And yet, releasing Spelunky 2 was really 
important to us - we'd worked hard on it for 


THE TWENTIES 


AS TOLD BY DEREK 


THE CREATOR OF SPELUNKY 2 TALKS TO US ABOUT A DIFFICULT YEAR FOR 
US ALL, AND WHAT IT’S LIKE TO LAUNCH A GAME IN A PANDEMIC 


many years - and it was 
important to our players, 
who were also stuck at 
home and excited about 
having it to play. Overall, 
I'm glad we released 
the game when we did 
- it gave me something 
positive to focus on when 
| needed a break from 
the news. And perhaps the 
news put into perspective 
all the little annoying hiccups that inevitably 
arise when you ship a videogame!” 

When looking back on 2020, Derek 
thinks gaming has been a force for good. 
“I think people are playing a lot more games 
this year and using games to connect with 
each other more,” he explains. “I’ve been 
meeting up with friends once a week to play 
WebLiero and it’s been a great way to hang 
out and catch up now that we can’t meet 
face-to-face. For my young daughter, a lot 
of special occasions felt more normal this 
year thanks to games like Animal Crossing, 
where we dressed up and celebrated.” 


somethng 


tn the woods. 


THE2020s; 


Zz This year has reframed 
the way we look at so 
many different things, and 
Derek is keen to talk about 
how the games industry 
fits in that discussion. “I 
think that, as videogames 
continue to evolve as an 
art form and become more 
integrated into everyone's 
lives, the games industry 
needs to both hold its head 
up high and be proud of its achievements, 
while also realise that there's a lot of 
responsibility that comes with it,” he tells 
us. “We need to keep working on improving 
the lives of both players and developers. 
2020 showed that a lot of things are 
possible that were previously thought to 
be too difficult, like allowing everyone to 
work from home, creating more learning 
and networking opportunities online, 

etc. Hopefully, in the future, it doesn’t 

take another disaster to get us to make 
these sorts of changes that benefit us all 
in the long run.” 


AUGUST '20 
FALL GUYS: ULTIMATE 
KNOCKOUT 


Ever think the likes of Takeshi’s 
Castle and Total Wipeout would 
make a good videogame? Well, 
Mediatonic thought the same 
‘thing and produced this adorable 
spin on the battle royale genre. 
Here you guide your cute 
bean-person through a series of 
elimination matches against other 
players online. It's easy to pick up, 
and funny as hell. 


2020 \ 

MARCH 
Crowbar Collective 
releases its Half-Life 
remake, Black Mesa 


This concludes a 15-year 
development period 


SEPTEMBER '20 
HADES 


This roguelike action RPG hacked 
and slashed its way out of early 
access to critical acclaim. In 
this hellish Greek epic, you take 
control of Zagreus, the son of 
Hades, as he looks to high-tail 
itout of the Underworld and 
scale Mount Olympus. While 
youwill die, many times, you can 
purchase upgrades to improve 
your chances. 


Microsoft unveils its Xbox 
Series X. Early reports from 
Digital Foundry say that’s 
at leasttwice as powerful 
as the Xbox One X 


JUNE ’21 
CHICORY 


This painterly indie adventure 
game casts you as a dog ina 
Monochromatic world. Using a 
paintbrush to solve puzzles and 
interact with the world, Chicory 
offers a distinctive take on the 
genre and proves the adage that 
independent developers like 
Greg Lobanov are the beating 
heart of creativity within the 
gaming industry. 


‘ 


¥ 2020 
‘MARCH 
This year's Game 
Developers Conference is 
held virtually, due to the 


rising dangers surrcunding, 
the COVIO-19 pandemic. 


SEPTEMBER ’21 
DEATHLOOP 


Think Groundhog Daymeets 
Dishonored in the screening 

of a Seventies grindhouse 
double-feature. Sound awesome? 
That's because Deathloopis 
nothing short of magnificent. 
Placed in the shoes of the surly 
assassin Colt, you are tasked with 
eliminating a cadre of targets 
before the sun sets... or you're 
offed by rival killer Julianna. 


combat the virus. 


OCTOBER ’21 
METROID DREAD 


In one of the most anticipated 
revivals in recent memory, Samus 
Aran dons her power armour 
once again in this side-scrolling 
adventure. MercurySteam's 
‘sequel demonstrated that 
there's still life in the galaxy’s 
most badass bounty hunter, 
and hopefully provoked an 
appetite for more arm cannon 
blasting in the future. 


4 N 
y¥ 2020 \ 
‘MARCH 
Capcom launches its 
Resident Evl 3 remake 
While i's praise, this 


imagining doesn thi the 
highs ofthe REZremake. 
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1 EVERCADE 
BLAZE ENTERTAINMENT® MAY 2020 


Sony and Microsoft have 

both flirted with disc-free 
consoles in the past - the former 
with the PSP Go and the latter with 
the Xbox One $ All-Digital Edition, 
However, 2020 proved to be the 
year where both manufacturers 
felt that enough consumers 
would be comfortable with an 
all-digital future to offer consoles 
without disc drives, righ 
beginning of the generation rather 
than as a low-cost option lat 
on. While neither of them was 
bold enough to abandon optical 
media completely, it's clear to see 
where console manufacturers 
wish to lead players. Time will tell 
whether they follow. 


2 XBOX SERIES X 
MICROSOFT* NOVEMBER 2020 


With the popularity of retro gaming continuing to rise, Blaze Entertainment has 

introduced this low-cost handheld console dedicated to running classic games. 
Recognising that building a collection is much of the fun of collecting for older consoles, 
Blaze adopted cartridges for the Evercade, with each multi-game collection containing up to 
20 titles from a variety of formats including the NES, SNES, Mega Drive and Atari 2600. The 
initial line-up of ten cartridges from the likes of Namco, Atari, Interplay and Data East offered 
over 100 games, and eight more cartridges have since been announced, including Xeno 
Crisis & Tanglewood, The Oliver Twins Collection and Worms Collection 1. The hardware has 
proven solid for the price and firmware updates have resolved initial teething troubles with 
control schemes, and Piko Interactive Collection 2 will introduce the system's first attempt at 
PlayStation emulation. The future could be bright for this handheld ~ especially if some more 
big names sign up to provide software. 
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Traditionally chunky, yet understated compared to Xboxes past, the Xbox Series Xis a 

high-performance system bearing the 'X’ designation established when Microsoft took 
the performance lead over Sony in the last console generation with the Xbox One X. The 
AMD Jaguar CPU cores in the Xbox One were relatively weak and proved to be a constraint 
on complexity, and Microsoft is hoping that AMD's new CPU means that Xbox Series X 
won't have the same problem. AMD's new Radeon RDNA? GPU offers hardware ray 
tracing, which shauld make for improved lighting effects in games that use it. Unlike Sony, 
Microsoft is aiming for a soft trensition, and first-party Xbox games will also appear on Xbox 
One consoles for the time being. This means that rather than selling the console based on 
exclusive games, Microsoft will be banking on the value proposition of services like Game 
Pass, as well as enticing previous customers with the prospect of extensive backwards 
compatibility with older Xbox games. 
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Dlala Studios and Rare 


unleash the Battletoads for Skater 142!s released. I's 
a remake of the first two 
THPS game: 
anterestin the Brdman, 


PC and Xbox na brand~ 
ew cartoon-like beat- 
“em-up rebo 


POLYMEGA 


plans to acquire ZeniMax 
Madia (with its subsidiaries 


Bethesda, Arkane, id and 
more) for $7.5 bilion 


Mossmouth launches 
iis roguelike sequel, 
Spelunky2 Youcan 
read more from creator 


OTHER SYSTEMS 
FROM THE TWENTIES 


PC Engine Mini * Konami, June 2020 


M2's solid emulation and a 
well-chosen game selection make this 
a perfect introduction to a legendary 
piece of hardware. 


Game Gear Micro ¢ Sega, 

October 2020 

These Japanese-exclusive handhelds 
are almost impractically small and have 
tiny game selections, but novelty value 
does the heavy lifting. 


Game & Watch: Super Mario Bros © 
Nintendo, November 2020 

Celebrating both Super Mario Bros 

and Game & Watch anniversaries, this, 
special release offers Super Mario Bros 
and The Lost Levels. 


= 


Astro City Mini ¢ Sega, 

December 2020 

This mini cabinet offers 36 arcade 
games, from established favourites to 
deep cuts, plus TV output and USB 
controller support. 


2020 
NOVEMBER 
Microsoft launches its 
new Xboxes. Ifyou lke 
a bargain, gofor the 
Series, if you want 
power, get Series X. 
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GAMING 
I A 


PANDEMIC 


WE TAKE A LOOK AT SOME OF THE WAYS THE GAMING COMMUNITY PULLED TOGETHER TO TAKE 
THE STING OUT OF ONE OF THE WORST CRISES IN LIVING MEMORY 


t started out like any other year, but by March 

we all soon realised that 2020 was going 

to be anything but ‘normal’. A new strain of 

coronavirus, called COVID-19, soon took over 

the entire planet, and many countries issued 
stay-at-home orders to help prevent its spread. 
By the end of March, the UK was in full lockdown. 
Offices and factories closed, and people started 
working from home wherever possible. We 
weren't allowed to meet friends or family, however 
we were allowed to go outside to shop for 
essentials and exercise, but that was it: other than 
that brief reprieve, we were trapped in our homes. 

Losing the ability to go out, see movies, attend 

gigs and so on can limit your options when it 
comes to entertaining yourself, but considering 
you're browsing a book entitled ‘History Of 
Videogames it's safe to say that you're a fan of 
picking up 4 controller and taking part in some 
good old virtual entertainment, and that’s what 
many of us did. Gaming provided comfort to many 


punerrupt 


» Corona Relef Done Quick was held entirely online, and allowed for runners to 
play rhythm action games like Pump it Up!. 
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WORDS BY DREW SLEEF 


during lockdown, and our hobby began acting as a 
surrogate for staying in touch with loved ones. 

The first event that appeared to mark this trend 
was the arrival of Animal Crossing: New Horizons 
on 20 March. Its low-stress gameplay, ability to 
visit other players’ islands and undeniable charm 
provided escapism for the millions who bought it 
on launch day, and word of mouth began to catch 
on, turning the life sim into a runaway success. 
People got creative with how they interacted with 
the game — couples hosted unofficial weddings 
and celebrations, a whole sub-community formed 
over turnip (basically stocks) advice, and a digital 
talk show, called Animal Talking, even popped up. 

The gaming goodwill which was spreading 
across the internet didn’t stop at cultivating a 
feeling of togetherness. Games Done Quick was 
due to host its annual Summer Games Done Quick 
charity speedrunning event in June, however the 
pandemic prompted its creators to have a rethink. 
They cancelled SGDQ and launched Corona Relief 
Done Quick, an event where contestants would 
stream speedruns from their homes. The team 
moved quickly, scheduling the event to run from 
17 to 19 April. CRDQ was a success, raising over 
$400,000 for Direct Relief. “Since the event was 
held online, the risks and impact of the pandemic 
were greatly reduced,” explains GDQ director 
of operations Matt Merkle. “We also have some 
experience with quickly assembling an event [...]. 
It was stressful, but the staff and speedrunning 
community were really behind the idea. 

“\n pure numbers alone, it was the most 
successful emergency fundraiser we've ever 


2021 
JANUARY 


held!” Matt continues. “I think one of the standout 
showings during the event was the Pump It Up! 
showcase. We had shied away from dance games 
in the past because it can be difficult to set up on 
stage at our main events, but as the online nature 
allowed the performance to occur at the runner's 
home, it was a much easier choice.” 

While Animal Crossing dominated the 
mainstream gaming headlines throughout the first 
half of 2020, it was toppled in August by a new 
launch, Fall Guys: Ultimate Knockout, developed 
by Mediatonic. This multiplayer title’s premise will 
feel similar to those who enjoy Takeshi’s Castle 
or Total Wipeout, tasking up to 60 jellybean-like 
humanoids to save themselves from elimination 
throughout a series of ridiculous events. This 
feel-good battle royale was another breath of 
fresh air, and it became a huge success - by 
November, Fall Guys had reached over 10 million 
sales on Steam alone. “I'd always imagined us all 
sat around together as a team and pressing the 
‘big red button’ to send the servers live to a huge 
fanfare, so it felt incredibly odd to just be sitting on 
my own in my bedroom watching the player count 
go through the roof!” Joe Walsh, the game's lead 
designer tells us. “| do think the game launched 
at the perfect time, though — people needed 
something joyful and funny in their lives this year, 
so being able to help bring a bit of happiness to 
everyone is probably the thing I’m most proud of.” 

A major part of Fall Guys’ appeal is how 
accessible it is. “I'd always had confidence in the 
idea of a giant physics game show, ever since we 
put together the first pitch,” Joe says. “Everyone 


2021 
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»{PC] “We're figuring out how farwe can go with Fell Guys now that we have this momentum behind us," Joe says. 


we showed it to has had this ‘oh 
my God, I'd play that’ reaction to 
it, but I'd never imagined we'd end 
up selling over 11 million copies on 
PC, let alone becoming the most 
downloaded PS Plus game of all 
time! Now we're in this amazing 
position where we get to build on 
this phenomenon and push Fall 
Guys into areas we'd only really 
dreamed about before.” 

Speaking of bean-like characters, 
InnerSloth’s Among Us was the 
talk of September. In this survival 
sim, you and up to nine other 
players must repair a ship but 
some players take the role of the 
‘imposter’, sabotaging the efforts of 
the crew and murdering them one 
by one. Although it debuted in 2018, 
streamers began broadcasting 
the game during lockdown and 


its popularity resurged. a 


In October, Among Us A 
drew the attention of 
US Congresswomen 
Alexandria 
Ocasio-Cortez and 
Ilhan Omar, who broadcast 
themselves playing the game to 
help encourage young people to 
vote in the US elections. 

Despite being a crapshoot of a 
year, the world wised to the fact 
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that gaming can offer a reprieve to 

a bad situation in many different 
ways. “To a degree, | think [gaming] 
has helped people not just keep 
their sanity, but also to support each 
other,” Matt explains. “I think the 
lockdown and subsequent isolation 
would have been much more brutal 
without it. It provides the opportunity 
to hang out and ‘de-stress’ with your 
friends in ways no other medium 
really allows for.” 
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streamers end AOC. 


te 


amons us 


SURVIVAL KIT” 


The essential games that saw us through lockdown 
ANIMAL CROSSING: NEW HORIZONS 


Nintendo’ 


t life n 


make money and turn your k 


1 para 


AMONG US 
(2) Build 


this could ruin friendship 


FALL GUYS: ULTIMATE KNOCKOUT 


This mean bean 


ryone 


ss 


t you can do in t 
imagination. 


imination m 
2's ‘currently playing’ lists 
It pits 60 play 


a series of elimination 


party game, but 
m when you 


modern 


2021 
DECEMBER 


Speaking of suite 


‘THE HISTORY OF VIDEOGAMES | 143 


Discover the 
origins of all 
your favourite 
characters /, 
. GAMER 


Expert strategy 
guides full of top 
tips to improve 
your gaming 


Hsia 


C 


: ¥ ta 
SMG INSIDE GAME "ii 
OF THRONES 


YE CAST ABOUT LIFE IN THE SEVEN KINGDOMS 


Find your next 
obsession in the 
definitive guide 
to unmissable 
television 


TAG so 


Hess) 


IN-DEPTH FEATURES » DEVELOPER ACCESS » BEHIND THE SCENES 


THERE’S A BOOKAZINE 
FOR EVERYONE 


Whether you’ a film buff, an avid gamer, or love all things sci-fi, 
we've got you covered with our range of entertainment titles 


THE ULTIMA 
BACK TO THE FUTURE 


GHOSTBUSTERS 
STAR WARS 


Rediscover 
some of the 


"50 
cal CREA ‘ 
i, SCLHIMOVIES! is greatest movies 


1 ever made A 
eee Zé 


Jj 


FUTURE 


1 


12 guilt free comforl food recipes 


Hello 
20231 


pping included in all price @ We leliver to over 100 countries 


L magazinesdirect.com 


r Official Magazine Subscription Store 


— wp The extraordinary story of the 
ew sa) 


greatest games, consoles and icons X 


‘AS TOLD BY TRIP HAWKINS 
J 
== . 


UEBa@ GEORS 


A Journey Cy Time Teonic Characters 
Explore the entire history of Learn how the likes of Mario 


gaming, from the 1960s to today and Sonic became superstars 


Hardware Heaven Detining Games 


Discover the best consoles, Space Invaders, Jet Set Willy, 
handhelds and computers World Of Warcraft and much more re nS 


5 


ZIN 


BOOKA 


<P — 
iz» , qT 


